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cllo I know what you're thinking: 
"What's this four-eyed, semi-bald git 
doing on the Contents page! Where's 
the lovable and oh-so-cuddly Dave!" Well, 
he's taken his pieces of silver and deserted 
us for a month or two, but rest assured that 
he'll be back in time for tea and cake. 

Apart from that, it's been business as 
usual. The weeks leading up to Christmas 
have once again meant that there are loads 
of new games available 
and even CD32 owners 
have been granted a 
top pressie in the form 
of Liberation. 

But if you want a 
really special Cristmas 
gift then make sure you 
buy the next issue. You 
wont be disappointed. 

Cheers-ears, 
SIMON BYRON 



4 CONTENTS 

It's lime to play the music. It's time to light the 
lights. It's time to meet the Contents of your maga- 
zine tonight.. 

6 BOOT SECTOR 

Who do you think you are kidding Mr Hitler, rf you 
think we're on the run? We are the boys who will 
stop your little game. We are the disks that have all 
the latest games... 

13 NEWS 

This is the story 'bout a man named Jed. Used to go 
a-huntin' just to keep his family fed. Then one day 
while a shootin' at some food, up from the ground 
r> came a-bubblin' News... 




20 LETTERS 

Ba-dum-bum-bum, Postman Pat, Postman Pat, 
Postman Pat and his black and white cat. Early in 
the morning, just as day is dawning, Pat feels he's a 
really busy man... 

24 WIN A CD32! 

Once in every lifetime, comes a love like this. Oh, I 
need you, you need me. Oh my darling, win an 
Amiga CD (32)! The Compos, oooh-ooooh, oh it's 
just the Compos, oooh-oooh... (oh dear, we're run- 
ning out of jokes and we're only on the 5th one. 
Things can only get worse.) 

27 WORK IN PROGRESS 
Baby, if you've ever wondered, wondered whateve 
became of me. I'm living on the air in Cincinnati. 
Cincinnati W I (er) P... (Dear oh dear.) 

49 REVIEWS 

Re-views, everybody needs good Re-views. With 
some peace and understanding, they can make a 
brighter day. Re-views, everybody needs good Re- 
views, next door is only a footstep away... 

90 UPDATES 

Up-dates, everybody needs good Up-dates. With 
some peace and understanding, they can make a 
brighter day. Up-dates, everybody needs good Up- 
dates, next door is only a footstep away... (damn. I 
knew this wasn't a good idea.) 

93 WIN A DAY AT 
ALTON TOWERS! 
Sunny days, sweeping the clouds away. On my wa 
to where the air is sweet, can you tell me how to 
get, how to get to Alton Towers... Or something 
like that, anyway. (I'll tell you now that I'm having I 
great deal of bother trying to come up with rhyme 
for these pages. I apologise for what is to follow.) 



HEIMDALL 2 28 

Remember Heimdall? Even if you don't remember the 
rather smart isometric adventure game, you must 
remember the very 
f dodgy Throwing 
Axes At The Serv- 
ing Girl bit. Well, 
even if you do or 
you don't recall 
the original game , 
its sequel is on 
page 28. Check it 
out now. vi *\ 
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REVIEW 
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BODY BLOWS 
GALACTIC. 58 
Last month saw the 
definitive preview of 
Team 17's star-span- 
ning beat-'em-up. 
Now it's the definitive 
review of said fighting 
game. Go to page 58 
immediately. 



95 REPLAYS 

We're tiny, we're toony, we're all a little loony, 
and in this cartoony we're Replaying some old 
games. We're comic dispensers, we cut out all the 
censors, on Tiny Toon Adventures we play some 
re-releases... (Do the words Deaf and Tone spring 
to mind?) 

103 KILL ZONE 

Oh, meet the gang 'cos the Tips are here, the Tips 
to entertain you. With music and laughter we'll 
send you on your way. We're raising the rafters 
with a Hey-Hey-Hey. So, meet the gang 'cos the 
Tips are here, the Tips to entertain you. T-l, T-l-P- 
S, Tips to entertain you-oo... 

118 PD ZONE 

This is the theme to PD Zone, the theme to PD 
Zone. The One they called me up and asked if I 
would write their theme song. I'm almost half- 
way finished, how do you like it so far? How do 
you like the theme to PD Zone?... 

121 A DAY IN THE LIFE OR.. 

Oh God. erm... Insert Games World Live music 
here please. 



124 BACK ISSUES 

Issues. Meet Back Issues, they're the modern 
stone-age family... (Er, miss a bit out here. ) ...From the town of Bedrock, 
they're a page right out of history... 

126 RECOMMENDED 

They're creepy and they're cooky. They're eeky and they're spooky. They're 
y altogether ooky, the Recommended games... (Yes, I know that's not even how 

it goes.) 

i 130 NEXT MONTH 

s Na-na, na-na, na-na, na-na. Next Month! (That was supposed to be Batman - 
thank God it's over.) 
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should take a long, hard look at Captive 
2. It is, quite honestly, just stunning. 
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DISKS AHOY! 

You would not believe what hot demos 
we've got lined up for you this month. 
Except you would because you no doubt 
scrutinised the coverdisks before you bought 
this magazine. Honestly, There are other rea- 
sons to buy The One apart from its brill disks. 
Oh, okay, so there aren't. 
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LOADING 
YOUR DISKS 

1. Without making any jokes at 
all. take the disk you want from 
its bag. 

2. Without any silly comments, 
turn on your Amiga 

3. Being very sensible indeed, use 
the function keys to select the 
demo you want to play. 

4. SPECIAL NOTE TO 1.3 OWNERS 
• You may experience a few 
graphical glitches on the Alien 
Breed 2 demo due to some incom- 
patibility problems with a few 
memory expansions. We hope this 
won't spoil your overall enjoy- 
ment of the game. Thank you for 
flying with One Airlines. 
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Crab a mate and prepare to 
pooh your selves 'cause Alien 
Breed 2 is finally here and 
we've managed to get hold of an 
exclusive level of Xenophobic fun for 
you to take a butchers at. 

In case you're not familiar with the 
Alien Breed format (like sure!), you 
must travel around a number of dif- 
ferent levels, destroying specific tar- 
gets while making use of keys, ammo 
and medi-kits that can be found 
around the complex. A variety of 
aliens will need to be taken on as you 
make your way through the areas, 
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but help is at hand thanks to the 
wide range of weaponry that can be 
bought via the many Intex terminals 
that are to be found hither and 
tithef. 

But first things first - let's start the 
game. From the initial options you 
can choose to play in either one or 
two player mode, as well as deciding 
whether you want to share collect- 
ed credits or keep individual totals. 
By clicking over the 'choose charac- 
ter* option, you can select who you 
want to play as from the four avail- 
able characters. Once you've select- 



Fire current Run up 
weapon 



Run 
left 



Run 
right 



a 

Run Sown 



OTHER KEYS USED 
ALT - Cycles through 
weapons available (Left for 
player one, right for player 
two). 

M - Call up level map (if 
bought). 




BOOT SECTO 



Christmas is gently popping its head around the corner and asking if it can come 
out yet, so why not play our demos and decide which games you'll be putting on 
your Yuletide list. Matt Broughton reveals this month's goodies. 



IAN THE LION 
OB 1 BAD DAY 




ed someone, you'll be given a 
description of what items or 
weapons they start the game with , 
Once you're happy with your choice, 
select the start game option, and 
hofcJ onto your pants. 

The game will present you with a 
■anion briefing, outlining all the tar- 
gets and objectives for that level, and 
then you're straight into it. The aliens 
waste no time in coming for you, so 
get out there and kick some serious 
bottom with your selected weapon. 
Coeect as many of the credits, ammo 
dps etc as you can find because you'll 
run out of just about everything after 
a snort while - at the top of the screen 
you will see both players' health, 
ammo and keys displayed. 

When you find an Intex terminal 
you can log onto it by standing near 
tt and hitting the space bar. Once 
you've logged onto the system you 
can access the information systems 
as well as the weapon and tool buy- 
ing facilities by moving the cursor 
with your joystick. It's so easy! 

Back m the game, the general rules 
are to keep moving, use your keys 
wisely, and above all - don't wet 
yourself Go on. Dive in. 
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THE LION 




Psy gnosis 

From Reflections, the makers of 
the Shadow of the Beast trilo- 
gy, comes this superb and 
superbly playable platform romp, 
featuring none other than Brian The 
Lion. We've managed to get hold of 
a complete level for you lucky The 
One readers to play around with, so 
don't delay, load it up straight 
away! 

You control Brian as you leap 
and bound across the countryside 
with one aim in mind - to get 
across in one piece! There are a 
number of nasty animals that will 
do their best to stop you as you 
travel along, so you'll have to make 
the most of your fearsome claws 
and ferocious roars (Diana Doors 
and Klingon Wars) at all times. The 
nasty devils vary in size and will 
need to be dealt with in different 
ways, or just plain avoided. Small- 
er animals will need to be jumped 



Make* Brian 

swipe/hold Makes Brian 
down and i«™P 



release 




goes 
right 
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duck 



OTHER KEYS USED 

Space bar - bring up selection 

on bar 
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on. while larger animals will require 
you to give them a good old 
'shmack' in the face, or even better, 
scare them pooh-less with your huge 
roar. 

As king of the jungle, Brian has a 
number of talents which can be acti- 
vated by pressing space which brings 
up the selection bar. Extra speed, 
larger jumps and his huge roar can all 
be activated from this menu by mov- 
ing the selector ball along with the 
joystick and pressing fire. Once you 
have your voice nicely warmed up, 
you can let rip by holding down fire 
and watching as your build-up bar do 



Its thing. Once you've reached full 
power, release the button and watch 
those baddies bug out! 

Crystals are there for the taking as 
well as a number of other collectible 
goodies (I'm not telling you what to 
look out for - you'll have to find that 
out for yourselves!) 

Look out for springs and moving 
platforms that will help you as you 
traverse this hostile land, but most of 
all, don't fall in the water! 

It's all pretty simple and pretty 
good fun. So why don't you get on 
with it and stop asking silly ques- 
tions? You'll be glad you did. 
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MEDICAL DISASTER STRIKES! K *• 
THOUSANDS GET GLOBDULES! 



m 




Well actually this isn't so much a disaster as a blindlngly superb offer 
that we're able to offer readers thanks to our good chums at Psygno- 
sis. The first thousand readers to write in will receive a fully-playable, 
three level demo of Globdule to take home and love, and a quick 
glimpse at Simon's review on page 74 wilt show that weighing in at 
82%, Globdule is well worth a butcher's. So don't just stand their wet- 
ting yourself with excitement, fill in the form below, stick it in an enve- 
lope and get those requests in to: I BET I'M NUMBER 1 001 , The One, Pri- 
ory Court, 30-32 Farringdon Lane, London EC1R 3AU 

Name: ,_ 



Address: 



City: 

Postcode 



BOB's BAD Di D 

Psvmosis " * 



In Bob's Bad Day you play a bloke 
whose head has fallen off. Well, 
not quite fallen off - he was rude 
to a wizard who decided that he'd 
nick Bob's legs and torso just for a 
laugh. The only chance you've got to 
get Bob's bodily functions back 
where they belong is to enter a 
strange dimension in his bodiless 
form and collect as much dosh as you 
possibly can to bribe the wizard with. 
Or something. I think. 
Anyway it doesn't matter that I don't 
know what the hell I'm talking about 
What does matter is that you are now 
in possession of one small square of 
blue plastic that will probably give 
you a headache at best, and possibly 
send you crawling and dribbling to 
the doctor with strange eye defects. 

You control the world around Bob 
by rotating the landscape that sur- 
rounds him. Bob is affected by grav- 
ity (aren't we all) and will fall into the 
area that you've now put underneath 
him. You have to manipulate Bob in 
this way so that he collects all the 
money on that level, allowing him to 
escape through a warp doorway that 
will then open. This gate initially 
looks like four arrows, but will 
turn into a shimmering exit 
once you've done your job. 



This would probably be easy if it 
wasn't for the strange level layouts, 
not to mention the spikes and nasty 
pointy things that are just dying to 
rob you of your precious coins, and 
eventually your life. Oo-er. 

Yes, in true Sonic fashion, every 
time you hit something, you'll lose a 
set number of your total coins (shown 
in the top left of the screen), and once 
you've lost all you coins, any contact 
will result in one very deflated Bob. 



Jump/Ac 
tivates 

thrust Not use d 




Not used 



Thankfully we live in a fair land, and 
there are toys to be found around 
the place that can help (or hinder) 
Bob by altering the way gravity 
affects him. Some will make gravity 
pull to the left, some will make 
things go into slow motion, while 
some will even endow Bob with a 
thrusting ability (initiated by press- 
ing Fire) - not that that's going to be 
of much use to Bob seeing as how 
he's lost his lower regions. Chortle! 

A map is shown at the beginning 
and gives the player a chance to take 
stock of particular obstacles such as 
teleport pads and walls that must be 
smashed down, and then you're into 
the level proper. On later levels you'll 
find yourself equipped with the lat- 
est in bouncy balls which can be con- 
trolled - by gravity of course - and 
used to bash away some of the less 
desirable obstacles on that level. 




The Small Print Bit. 

1. Whilst we here at The One 
make every effort to check the 
coverdisks for all known virus- 
es, we can accept no responsi- 
bility for damage caused by 
viruses which may have escaped 
our attention. 

2. The One and its retailers are 
not liable for any unnotified 
changes to the contents of the 
coverdisks which may occur. 



DAMN AND BLAST! 

Due to the extremely large of 
disks we duplicate there are 
bound to be a few which aren't 
quite all there. We're very sorry 
if you've got one of these but 
don't despair, help is at hand. 
Whatever you do, DON'T SEND 
THEM TO US! Instead, send them 
off with a SAE to the value of 28p 
to this address : 

The One Coverdisk Returns, 

PC Wise, 

Dowlais Top Business Park, 
Dowlais, Merthyr Tydfil, 
Mid Glamorgan CF48 2YY. 
Once you've done this you can sit 
back and wait for your replace- 
ment disk to arrive. If you think 
that you can solve your problems 
down the phone, call the PC Wise 
helpline on (0685) 350505 
between 10.30am and 12.30pm 
on weekdays. 
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EYE O* THE BEHOIDER (SSI) (I MEO) 1»M 

EYE OF THE BEHOLDER 3 (I MEO) 2*49 

Ft (POM AW} (1 MEO) • 17M 

Ft I 'A STEAL TH FTGHTER J 0 (I MEG) -33 M 

F IS STRIKE EAGLE . (I MEO) tj.« 

F 1 7 CHALLENGE _ 1D4B 

FI9 STEALTH FIGHTER (NOP) UN 

CABLES I FIENOB • 

LEGEND W >V»AND(A<NOI3)|l MEG«.M 

'AC1 OFF ICE HOCKEY <NO!« BN 

FANTASTIC WORLDS 

(REALMS PIRATES MEGA 10 MANIA 

POPULOUS WONDERLAND)! I "IGl (M0UI7-M 

'IRE A ICE ■,„,. ITM 

FIRST SAiajKAI • MEGA 10 HAMA INOII) tl.H 
FLAMES OF FREE DO* (IBOWINTFR J)I0.M 

■ LASHBACHU MEG) — _. - M M 

FOOTBALLER OF THE YEAR 1 (NOI1) IN 

FORMULA 1 GRAND PRII ISM 

FUTURE WARS (MO II) 'BN 

OKI MEO)- — ■— .. .ITM 

GAUNTLET B- 'M 

GAUNTLET 1 (NO' J) ._ IBN 

G(AA WOOKS" , „._.1IM 

GHOULS N OMOBT8 , TIB 

GLOB***! ■ — — ,- - MM 

GOAL _____ JON 

GOBLMM 7 ..—_._—. UN 

GOLF WORLD CLASS LEADERBOARD 1 99 
GRAHAM GOOCH WORLD 

CLASS CRICKET II MEG) . ..IBN 

GRAHAM GOOCH DATA 0ISK • IJ.W 

GRAHAM TAYLORS 

SOCCER MANAGER (I MEG) ..UN 

grand PRll CBBCUn •__—___—_. BN 

GUN5MF 70R0 (I MEO) _L» 

HARLEOUBf _._ _^ _.17N 



.. TM 
ISM 



I'M 
*AS 



HEAD OVER HBSU 
HEIMDALL 1 1 MEG) (HOI 2) . . 

HEROOUES' • DATA DISK (NO ID 
MEROOUEST J ■ 

THE LEGACY O' BORASU (1 MEG) 

HILL STREET BLUES (HOt 3} 

HIRED GUNS (1 MEO) 

HISTORYLM 1914 IS(I MEG» 2} 99 

HOL L VWOOO COLLECTION 
IROBOCOP OHOSTBUSTERS 1. INDIANA 
JONES ACTION BATMAN THE MOVIE) OTS 

(NOP) .IM 

HOOK — 11N 

HUMANS 1(1 MEO)- ___ IBM 

HUMANS DATA DI5H (HOtE)__ IBN 

HUNTER BBD— I i • l i i'II 

Btt __ ______ ____ »M 

IMMORTAL (NOIJ) IBN 

INDIANA JONES i ACTION 

(FATE OF ATLANTIS) ITM 

INDIANA JONES ACTION IB) 

INDIANA JONES ADVENTURE .._ ..UN 

•HOtANA JONES FATE OF 

ATLANTIS ADV (I MEO) — — — -MM 

BSMOCVNT ( t ME Q) • -______.. 33.99 

MTEnNATIONAl RUGBY CHALLENGE 14 BO 
BfTERNATIONAL SPORTS 

CHALLENGE (N0I7) IBM 

KHAR ? - LEOIONS OF CHAOS (I AMa)IB4« 
iSHAR I . LEGIONS OF CHAOS 
lAIMI VEBEBOBI* i 
IT CAM! I ROM I HE DC SENT PLUS 
ANT HEADS DATA DISK 1 1 MEG) 

JACK M KLAUS GOLF ____ 

JAGUAR MEGI. 

JAMES POND 

JAMES BONO I - ROBOCOD . 

JIMMY WHITES SNOOAEN ...____ 
JIN ITER (MJSCROLLS) ——,—_— 
JOHN (AADOCNS IM fl) POOTBAU. 
JUBASB-C PARK <l MEO) „.......„_. 



)4M 

-AM 

..'IN 
...BN 

...BN 

tSM 

—AN 
.ITM 
I'M 



JURASSIC PARK (A I M0 VERSION) , UN 
1*0 (UTOPIA II |! MEO) IBN 

■a* -._.__.__ — — , — „h,,.wm 

KICK OFF J|I MEG) (NO I/) .4MB 

MNGOOMS OF GERMANY (1 MEG) - ...IBN 

KINGS OUEST I • — IBM 

KIT VICIOUS ■.-__,,.—.._....-_..— _1BJB> 

KNIGHT MARE . IIN 

■ NIGHTS OF THE SKY (I MEG) . IIM 

KRUSIYS SUPER I UN HOUSE . IBM 

LABI NB-JA 3 (NOH) TH 

LEGEND (WORLD Of LEGEND) IIN 

LEGENDS (ARISALT5) ( 1 MEG) • . IBM 

LEGENDSOF VALOURll MEGI 1)1 
LEISURE SUII LARRY I (I MEG)- IIM 

L— BBBM — 

L EMMNGB 3 . 1 AN 

LEMBBNGS DATA CNK OH NO" IH 
LINKS THE CHALLENGE O* 

GOLF (I MEG) ■ I'M 

UCNHEANT _ I'M 

LOMBARD RAC RALLY TIB 

LORD OF THE RB*GS .I7N 

LORD OF THE RflVGS 1 - 

TWO 'OWEM p MKB) _—..,... M49 

LOST VIKINGS IBM 

LOTUS I THE FINAL CHALLENGE (I MEG) 

IMOI1) IBN 

LOTUS IURBO CHALLENGE 2 (NO 1 1) >M 
IUREOF 'HE TEMPTRESS (I MEO) 1*49 

mi tank platoon n meg> .._ ...UN 

MAGIC BOT ■ '" — 

MAGIC WORLDS 

ISTORM WASTER. ORAGONS BREATH. 

CRYSTALS OF ARBOREAl (NOtn IB 49 

MAGICIANS CASTLE |l MEG) • . 10 49 
MAN UTD PREMIER LEAGUE 

CHAMPIONSH MEG) * _ 

■MMBCMEBTER UNITEO ______ 

MANIAC MANSION (NOl?) 

MICRO MA CHINES • — 

MICROPROS! JO GOLF (1 MEG) 

"ii. H|l MEGI 

MONOPOLY 

MORTAL KOMBAT (I MEGI - 

MR NUTZ I A! 200 VERSION) • .. 
NEW TEA LAND STORY (HOI J) 

NICK PAL DO S GOLF 

NICKY BOOM I — .... 

NIGEI MANSt LIS WORLD 
CHAMP SHIP II MEG) ■ ■■■ I,. . 
NIGEL MANSE LL 5 WORLD CHAMP SHIP 

IAIM0 VERSION) i ,- r . IBM 

NIPPON SAFES (I tAf Gl ION 

HO SECOND PRIZE _ IBM 

ONE STEP BEYOND (I MIG|.__ _M 



IBM 

BN 
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I B 99 
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...IBM 
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JIM 
-IBM 

t|M 



. IIN 

7M 

ISM 

TM 



MM 
; : 9t 

14*9 
30*9 
IBM 
tl M 

IIM 
IBM 
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OPERATION STEALTH (NOI7) ... 

OPERATION WOLF (N0I2) 

Ilvl RDRIVE ( I MEO| ________ 

PANG 

PANZ A KICK BOXMO (NO 1 1) 

«AIRICIAN|1 MEO] 

PERFECT GENERAL 

PERFECT GENERAL DATA DISK 

PERWELiCNjl MEG)- 

PGA TOUR GOLF . COURSES 

NV rOORi. hi ■ "in-. i ;-■ - 

.IL DREAMS (1 MEO) 

.LL FANTASIES 

PBLATES (NOP) 

PITFIGHTEB) , 

PLAYER MANAGER (NOIJ) 

POOLS OF DARKNESS BM 

P-RULOUSB PROMBBPLANOB (WOW) 10*9 

I'lll/tOU^ACIMCIlV l'49 
POPULOUS J (I MEO). 

Challenge DATA 0BK ..-.._..— UN 

POPULOUS 3 CHALLENGE 

DATA DISK (I MIG) IIM 

POWER OB* 

(CHASE " O TURRICAN. ■ OUT 

ALTERED BEAST. RAINBOW ISLANDSIM 19 

PIHMI.RMANACII.il MEG) I04B 

PREMIER MANAGER 1(1 MEG) 1*49 

PREMIERE (1 MEGI UN 

PRIME MOVER IBM 

PRINCE O* PERSIA (1 MEO) .TH 

PRO TENNIS TOUR 1 .____ 1MB 

PROJECT 1 (SPECIAL EDITION) (i MEG) I04B 
PUGGSY (I MEG|. ____________ -JBMf 

RUB) I OVE" (I MEG) ,-, ■■■ 17*9 

RUTTY IIN 

OUEST BOLORV 
(BLOOOWTCH. MWWWTBR. 

CADAVER. BAT)(NOI_|_ UN 

QUfSTRON7(S8l)(N0IS) . .___..l_l 

OWAA • .___ SM 

R-TVPt (NOirt — . TH 

pah -0*0 rtCOOH (I MEG) l*N 

RAB.BOW COLLECTION 

I BUBBLE BOBBIE. RAINBOW ISLANDS. 

NEW 7E ALAND STORY) (NOP) IB 

RALLY (I MEG)* .TON 

HAVING MAD 

(MEGA TWWTS. JAMES POND 2 • 

nooocoo rog-and) _- . , UN 

Flf ACH FOR THS Km ._ M 49 
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RICK DANGEROUS (NOl 7) 

ROAD RASH , 

ROONHOODLEOeNOOUfSI ... 
nOSOCOO AEG (AI-00 VI RSIONI 

HOBOCOP 2 

ROflOCOP 3 (NO I II. 

ROLLING RONNY |NOtJ) . — ____ 

ROME (I MEO) ___ 

R0RKE S DRIFT* 

RULES OF ENGAGEMENT]* ___ 
RYDER CUP I A( MO VERS*ONI • 

RYDER CI* * 

SABRE TEAM.— 

SABRE TEAM | At fix VERSON) • 
SCRABBLE (US GOLD) ______ 

SECOND SAMURAI (I MEG) ■ 
SECRET OF MONKEY ISLAND |i MEG) '2 99 
SECRET OF MONKEY ISLAND] |l MEG) f '9 
SENSIBLE SOCCER I S1RI1 SCASGN) UN 
SHADOW OF Tl* BEAST J (WTTH T-BHBTT) 9 49 

SHADOW OF THE BEAST 1 IBM 

SH ADUWLANDS) • ~4. 

SHADOWOHlDSiMOin BM 

SHOOT E-MIPMN«TI_CTK>«I KIT |N0I?|B M 

-HUTU (1 -BM,,.,. I7N 

SILENT SERVICE J (1MEGMNOP) 14*9 

SIM CITY DELUIE 

(SB* CITY. FUTURE CITIES S TERRAJN 

EDITOR) .. -.. USB 

SIM LIFE (AIM0 VER-UON). ■ JM 

SIMON THE SORCERER r I MEG) . .UN 
SB— ON THE SORCERER ( AIBB1 VERSON) ISH 
SLEEPWALKEN — _. 1 2-99 

mam vt — ______ — __ — .tm 

SOCCER KB IBM 

SOCCER KBJIAIM0 VERSION)- IS.M 

SOUP TREK I THE SEARCH FOR STOCK) -IBM 
SPACE CRUSADE * DATA DISK (HOI 1)1* M 

SPACE HULK i M.N 

SPORT OF EBCALtBUR (I MEG) (NOP) ..BN 
SPORTS MASTERS 

IPGAGOLF INOY MKI. ADV AN I AGE TENPBS, 

WROHJ BN | l«AB_PB_-HPf IBSSJ 

II MEO) (NO I II M-N 

STAR TREK ■ HTH ANNIVERSANV 

I A I M0 VERSP3NI — — 

S'AROlADt (NO>7) ______ 

ITAR0UBT • 

STEvE DAVIS SNOOKER _ 

STRATEGY MASTERS 
(B*ORUIOUS HUNTER. SPRUT OF 
EICALIBUR. CHESSPLAYER IISO 
BATTIEMASTER) (I MEG)(NOI» 

STREFTTIGHTER I 

S' HIRER ( I MEOJ - , _ 

STUART PEARCES SOCCER SELECTION S 

(KICK OFF 2. WORLD CHAMPIONSHIP 
SOCCER. MANCHESTER UNITED. 

INIIRNAIiONAL SOCCERMNOII) .-1MB 

STUNT CAR RACER I NO' J) Tit 

SUPER CARS INOm — . .7N 

SUPER CARS 2 (NOP) 
SUPER CAULDRON 
SURER FROG 1 1 MEG) 
SUPER HANG ON 

SUPER HERO . — IBM 

SUPER LEAGUE MANAGER ( I MEG) ...IBN 

SURER SPACE INVADERS - ..__ AM 

SUPERSKI 3 (MOtJ) AM 

SWITCHBLADE I (NOIJ) * 4B 

B<BW|_OR) ___ .AM 

BVM-CATE (1 MEO) ... .,., . „._— JM) 

TEW— RATON-* ________ 

m (AIMD VERSKM)* ______ 

THE BLUE I THE GREY [I MEO)* I 

THE LOST TREASURES 00 MFDCOM I 
(30 CLA5--C INFOCOM TEXT 

ADVENTURES) INOII) 

THE SETTLERS • 

'HtAlAf 0« DEATH • 

THUNDERHAWK 

TITUS I HE FOB 

TORNADO |1 MEO) _.___ 

TRANSARCnCA _____ 

T URRIC AN 

TURRICAN 1 in i i 

TVSRORTBOOXINOINOIV) 
TV SPORTS FOOIBAll (NOlTl 
ULTIMA S (NOl J ) — _______ 

UTOPIA . DATA (KSK __. 
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SAB 
II *B 
1MB 

....TM 

...T.M 
UN 
BM 
. ..MB 

_>I1B> 

MHBBM - FIELD OF CONOUESI [I MEG) 1 1 M 

VROOM (NO II) UN 

WALKER __,_■_■ IBM 

WAR IN THE GULF IB M 

WAIWORKS (1 MED| ZZM 
WHEN TWO WORID'J WAFI|i MEG). II 40 
WING COMMANDER I (I MEG) 10 49 

WtfNli.- AH 

W040D — I7N 

WONOEROOG - — - .„,—-..,.,,-. UN 

WOODY S WORLD I'M 

WW WWeBTLFNO (NOIE) IIN 

WWt WWfSIl_NG3(l MEG) I'M 

• IRON 7 MEG AOL AIT _ |M 

AMAS LEMMINGS • , L j UN 

YO JOCt • ______ — — ■ ■ 

7AKMtKRACKEN(NOU) 



V(RSK)N) 



32 49 



-OOLlfl MEG) 

EDUCATIONAL 

A0>ENGIJSH(ll-l]VRS! 

ACM'RENCHIU-IJTnSI 

AC FRENCH ■ i • i VNS| _._ 

ADI JUNIOR COUNTING |B 7 YHS) 

A0I JUNIOR READING (*-B YRS| __„ 

*0> JUNIOR READING (S-T YUSI 

AC* MATMSIII II YRS) 

At* MATHS (il-il YRS) 

AC* MATHS (IH* YRS) - 

ALVWS PU^-LES LOGC 
AND 8RCL1 inG GAMES fS-B YRS) . 
AMOS f »SY l FIRST STEPS TO 

PROGRAMMING) ,, 

FUN SCHOOL 1(14) AM 

FUN SCHOOL 1(9-0) IN 

FUN SCHOOL » (7-5 VRS) IAN 

FUN SCHOOL » <S-7 VRS) UN 

Fun SCHOOL > (?• VRS) IAN 

F UN SCHOOL < O* YRS) IBN 

FUN SCHOOL 4 (B-TVRB) ISM 

FUN SCHOOL 4 (7t VRS) IBN 

FUN SCHOOL SPEC I Al 

MERLINS MATHSf TI YRS) IBM 

• IJN SCHOOL SPECIAL PAIN- U Clll Alt 

EDUCATIONAL ART \t* YRS) IBM 

FUN SCHOOL SPECIAL ■ 

SPELLING FAIR (7-U YRSI ____ IBM 

MEGA MATHS (A LEVEL COURSE I 

MICRO ENGLISH 

MICRO FRENCH 

MICRO OE PAAAN 

MICRO MATHS _. . 

MICRO SCBBNCB 

MICRO SPANISH _________ 

NOOOY 9 BIO ADVENTURE 
IFOLLOW UP TO NOOOVS PLA 
NOOOYS PLAYmiE (I DUC ATIONAI 
PROGRAM FOR CHILDREN AGED 1.) 
1 1 MEG) I7N 

PABfT POT ] (4-10 YRS) _ ..DM 

_a_CM? WHERE- WHAT' I*-* VRS) ..IIM 
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IBM 
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JOYSTICKS 

BOLUS TICK HAMO HELO 
JOYSTICK 
(MKNOS WITCHED. 
AUTOFUHJ ... 

1009 



CHELTAH 

BUG JOYSTVCK 

( M I CR OS WTTCHE D . 

AUTCH1HEI 



COMPETITION PRO EXTRA 
JOYSTICK (CLEAR BASE. 
MICROS Wll-HED. 
AurOFBXE) UN 

FTlEEWHt-Lr 

STEFKINC. WHFFL (O-GITAL) 
FOR AMIGA (WORKS AS A 

JOYSTICK OR WTTH 
FOOIPCDALI SUITS MOST 
DRIVING GAMES 2699 

GRAVIS JOYSTICK WITH 
FOAM PADDED GRIP 

ADJUSTABLE HANDLE 
TENSION A PROGTlAMMARir 

FBRE BUTTONS 27 N 

HMWi 
SPEEDKING JOYSTICK 
(AUTOFRRE) I0M 

LOGIC 3 DELTA 
RAV JOYSTICK 

IMICROSWITCHED. 

AUTOFTHEI 
1100 
~~ LOa#C 1 P9NTO ' 
MINI JOVSTICK 
(MIC ROS WTI CHE D) 10 99 

LOGIC 3 QUA' HO 
JOYSnCK 

(MKmOSWTTCHED) 10 99 I 
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UTILITY 



JO CONSTRUCTION KIT 

(WITH FREE TUTORIAL VIDEO) IBN 

LO CONSTRUCTION KIT I AIM 

AMOS | GAMES CREATOR) ION 

AMOS BP (REOUB-IB AMQQ)) 2MB 

AMOS COMPILER (KiOUMES AMOS) IB M 
AMOS EASY (FIRST STEPS ID 
PROOflU IBNR1) . BB 
AMOS PROFESS— DN A i 

(MORI COM~.fl VERNON Of A___)_N 
AMOS PROFESSIONAl COMPILER ..JU) 
DELUXE PAINT 1 (WITH AANMATIOW) 10 M 
DELU>r PAINT* |l MEG) 

(HAM MOOE A ANIMATION) SSN 

DELUXE PAINT * 

(AGA FOR AMIGA IMO WORKS BB 

7S* COLOUR AND NEW ■ BIT HAM MOOE) 

U49 

ACCOUNTS — — BN 

HOME ACCOUNTS 1 AtM 

KIND WORDS 1 WORD PRO CESS OR ..JON 
MM OFFICE 

(WORD PROCESSOR. SPREAO-HEE I 

DATABASE AND DISK UTtUTKS) SI 49 

PEN PAL WORD PROCESSOR «N 
POWERWORKfi 

iMAXIPLAN PLUS SPREADSHEET. K-BO 
WORDS J WORD PROCESSOR MFOFILE 

DATABASE) (NOPT . IBM 

PUBUSHf R (PAGE LAYOUT PACKAOE|. 
CAN PRODUCE BLACK AND WIBTE 
NEWSLETTERS. FLYERS ANNUAL 
RIPOR'SANOMAGAZINES RfOU-RES 
ONE EXTERNAL DfSK DRIVE 0*1 HARD 

_NVE|IMEG)<NOI-) _ MM 

TECNOPLUS BUSMESS PACK FOR AMIGA 
(W0RDW0RTH WORD PROCEillOlt, K- 
SPREAD 1 SPHEAOSHEE I AND K-BAIA 

DA'ABA-nilBSO) -MM 

WORDWORIH V i WORD PROCESSOR 

(I MEG. AGA COMPATIBLE) .TSN 

AMIGA CD GAMES 

ALFRED CHICKEN - ...___ I 

OU BTJBJB- RUBBER ■ 21 M 

(MEN—NATION • ..___ IBM 

DONK - IBM 

LOTUS TRBJX-V (LOTUS I. J. !)• IBM 

MICROCOSM • MM 

PINBALL FANTASIES* MM 

ROBOCOD- MM 

RYDER CUP* 11 M 

Slf EPWAl Kl» • ______ It M 



1 



LOOK 1 StOUAVRAY 

JOYSTICK 
(_CP06WnCHED. 
AUTOFTRE ) ... 



4 



(MICROS WTTC HE O . 
AUIC 



kuicuinti 




MM 

coMPfnnoN pro woo 

JOYSTICK 

(MICHOSwnCHEO) U.09 

I 1 ROWER PLAY CRUISER 

TURBO JOYSTICK 

QUICK JOY 
FOOT Pf DAL 

FOR AMIGA 

OR ST. 

TRANSf I US ANY JOYSTICK 
FUNCTIONS TO FOOT PEDALS. . IE 99 
QUICKJOY JET FIGHTER 
JOYSTKK (MICROS WITCHED 
AUTOFWtT}._ lilt 

QUICKJOY OJI , 
JOYSTICK 

(_Mcnoswnci_L0^ , 

OUHZKJOY TOP 
STAR JOYSTICK 
(MtCROSWIICHED. AUTOfWEI 

17.40 

OU9CKSHOT r 
UJB* 

MAVERICK 1 
JOYSTICK 

<AlfTOflRE) I1JS 
OUtCKSHOT ' 

UPf PYTHON JOYSTICK 
ALUM 1 I HI • .______„ 

OUICKSHOT 15ft 
A VIA TOR 1 
JOVBTICK 
(MICROSWiTCHEO) 23 Vi 
1 — __-] SAITEK MEOAQRIP 

(j^L [(AUTOFIRE) _____ 

SPEEOKJNO 
ANALOGUE JOYSTCK FOR 
AMIGA (FOR PflC#ORTl(}*l*L 
CONTROL ON SUITABLE 

SOFTWARE. Al illii i 111 ■ 
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COMMODORE AMIGA A600 
LEMMINGS PACK 1/0 

WITH DELUXE PAINT 3 AND LEMMINGS 
GAME. BUILT-IN TV MODULATOR, MOUSE. 
WORKBENCH 2.0, I MEG RAM EXPANDABLE 
TO 10 MEG, 1 YEAR IN-HOME SERVICE 
WARRANTY. SAVE £50 174.99 

COMMODORE AMIGA AGOO LEMMINGS PACK 1/0 

AS ABOVE COMPLETE WITH SONY 14* FST KVM1400 

COLOUR TVHONfTOR AND SC ART LEAD. SAVE CTO 3M.W 

COMMODORE AMIGA A120O LEMMINGS PACK 2/0 

WITH DELUXE PAINT 3 AND LEMMINGS, 
MOUSE, BUILT-IN TV MODULATOR, 
2 MEG RAM EXPANDABLE TO 10 MEG. 
32 en 68O20 14 MHz PROCESSOR. AGA 
GRAPHICS CHIPSET. WORKBENCH 3.0. 
■ I YEAR IN-HOME SERVICE WARRANTY. 
"J — SAVE £60 M M4.99 

COMMODORE AMIGA A1200 LEMMINGS PACK 2/0 

AS ABOVE WITH OVERDRIVE S5M8 HARD DRIVE 464.9* 

COMMODORE AMIGA A1200 LEMMINGS PACK 2/0 

AS ABOVE COMPLETE WITH SONY 14" FST KVM1400 

COlOUB TVWOMTOR ANO SCART LEAD. SAVE £85 ASS 99 

: ;wuodore amiga A1200 lemmings pack 2/0 

AS ABOVE PLUS OVERDRIVE 85MB HARD DRIVE COMPLETE 
• i SST KVM1400 COLOUR TV/MONITOR 
SCART tEAO SAVE £135 ON RRP 639 98 



US 



COMMODORE AMIGA A1200 
DESKTOP DYNAMITE PACK 

WITH WORDWORTH 2.0 AGA WORD 
PROCESSOR. DELUXE PAINT IV, 
PRINT MANAGER, OSCAR AND 
DENNIS. MOUSE. TV MODULATOR, 
2 MEG RAM EXPANDABLE TO 10 
MEG. 32 BIT 68020 14 MHZ 
PROCESSOR. AGA GRAPHICS 
CHIPSET. 1 YEAR IN-HOME 
WARRANTY. SAVE CM 299.99 

COMMODORE AMIGA CD-32 CONSOLE 

WITH OSCAR AND DIGGERS GAMES. 
CD BASED CONSOLE WITH AMIGA A 1200 
POWER, 256,000 COLOURS FROM 16 
MILLION. FAST £8020 PROCESSOR. 
2 MEG RAM AND 1 1 BUTTON JOYPAD. 
CAN PLAY AUDIO CD'S AND CD.G DISCS. 
FULL MOTION VIDEO ADAPTOR AVAILABLE 
SAVE C14 




COMMODORE FULL MOTION VIDEO ADAPTOR FOR CD-32 
(VIDEO-CD MPEG ADAPTOR). 0JVE3 THE CO-33 THE CAPABSJTY OP 
DUNNING Veto FROM CO WHEN THE SOFTWARE BECOMES AVAILABLE 

COMMODORE AMIGA CD-32 AS ABOVE 

COMPLETE WrTH SONY 14" FST KVM1400 COLOUR 
TV/MONITOR AND SCART LEAD. SAVE C43 ON RRP 



FOR A FREE COLOUR CATALOGUE 
PLEASE CALL 0279 600204 




HARD DRIVES 

OvMOAIVE MK1H SPEED HARD DRIVES FOR AI30D 
EJTERNAL DRIVE STVLEO TO MATCH AMIGA PLUGS 
•(TO PCMCIA SLOT. EXTERNAL PSU SEAGATE DRIVE 
\MJ ('THE FASTEST DRIVE EVER REVIEWED 8* CO*) 
MCLUDES CIVILISATION GAME AND AO TOOLS 
SOFTWARE 1 'EAR WARRANTY. 

«VE HARD DRIVE 85 MB 1 99 99 

RORIVE HARD DRIVE 170 MB 259.99 

ROMVE HARD DRIVE 250 MB .299.99 



: :-=T TELEVISIONS 
& MONITORS 

CO8M0OOORE 1084S 
COLOUR MONITOR 
t"E«BO SOUND OFFICIAL UK 
WCIUOES AMIGA 

It AO ANO 1 YEAR 

,„..„„..179.99 




DORE 1940 
MOMTOR 

SVGA ANO ALL 

Oat ANO 1000 GRAPHICS 

0 Jt" DOT PITCH. 14" 

I BUILT IN STEREO 

FOR QUALITY SOUND. 




K -£AO WITH AMIGA ADAPTOR 

2M.99 



PHILIPS 15" FST 
COLOUR TV/MONITOR 
WTH TELETEXT ANO REMOTE 

CONTROL. MOOEL. ISPTH1A 
fc.TO PROGRAMMING FRONT AV 

•OCTETS REAR SCART INPUT. I 

TLA* * ARRANT* . TELESCOPIC 

MJML 'REE SCART LEAD 
«TATff AANOA ST. MEOAOFHVE 

SAVE C15 OFF RRP 

m .234.99 



SONY KVM1400 14" FST 
COLOUR TV/MONITOR 

WITH REMOTE CONTROL 

GO CHANNEL TUNING. REAR SCART 

INPUT. HEADPHONE SOCKET. TWO 

POSITION TILT. BLACK TRINITRON 

SCREEN. LOOP AERIAL. 
'1££ SCART LEAD 
iS'ATE AMIGA. ST. ME OA DRIVE 
OR SNES) 

SON* TV (GREY) 194 99 

SONV TV (WHITE) IN N 

SONY TV WITH 

FASTEST OPTION IW.tS 

GOLDSTAR 14" 

TELEVISION 

WITH REMOTE CONTROL AND 

SCART INPUT. 

FREE SCART HAD 

I STATE AMIOA. MEGADRIVE OR 

SNES) 154.99 



PRINTERS 

CANON BJ-10EX BUBBLE JET PRINTER 

*• NOZZLE. M COLUMN, KILO CPS 7LOYI DRAFT FONT. 1 TEAR 
■AMUNTY. FREE PRINTER LEAD A SMALL. PORTABLE PRINTER. 
*W QLHET IN OPERATION VET QIVTHQ OUTSTANDING PRINT 

oluutv. , i ...199.99 

CANON BJ10 SX BUBBLE JET PRINTER 

*» NOZZLE. 80 COLUMN. 1 10LO CPS 3LO/3 DRAFT FONT. 1 YEAR 
WARRANTY. FREE PRWTER LEAD A SMALL. PORTABLE PRINTER. 
iERy QUIET IK OPERATION VET GIVING OUTSTANDING PRINT 
OUAUTV FASTER ANO QUIETER THAT THE BJI0CX 215.99 

CITIZEN SWIFT 90C COLOUR PRINTER 

ff P»L SO COLUMN 340CPSVS4NLQ. SNLO FONTS, 3 YEAH WARRANTY, 
■REE PRINTER LEAD A 9 PIN PRWTER WTTH COLOUR FACILITY AND 
•UU PAPER HANDUNO FUNCTIONS 1 64 .99 

CITIZEN SWIFT 200C PRINTER + COLOUR KIT 

J« PW M COLUMN, 3I6CPS/7JLQ6 LO/l DRAFT FONT. AUTO SET 
FACILITY. INPUT DATA BUFFER AUTO PAPER LOADWO. ENVELOPE 
HOTTING. 2 TEAR WARRANTY FREE PRINTER LEAD 21 6.99 

CITIZEN 240C PRINTER + COLOUR KIT 

34 PIN, 60 COLUMN, JIQCP&'ItOl 0 SLQ/1 DRAFT FONT. X YEAR 
WARRANTY. FREE PRMTER LEAD ADVANCED VERSION OF 3*E WTTH 

AUTOSET FEATURE ANO LCD CONTROL PANEL 259.99 

EPSON LQ100 PRINTER 

34 PIN. SO COLUMN. ISO CPS/72 LO. B FONTS (3 SCALE ABLE) QUIET 
SOOB NOfSE LEVEL EASY TO USE CONTROL PANEL . FREE PRINTER 
LEAD. I YEAH WARRANTY. EXCEPTIONAL QUALITY LOW COST 34 

PW PRINTER 164.99 

EPSON STYLUS 800 INKJET PRINTER. 

U NOZZLE. B0 COLUMN. 190CPS LO. 360OPI HE SOLUTION, 4 

SCALEABLE FONTS. LOW RUNNWO COSTS EASV TO USE CONTROL 

PANEL FREE PRINTER LEAD 3 YEAR WARRANTY ...259.99 



MICE 

ALFA MEGA MOUSE 2 FOR AMIGA OR ST. 

MO DPI. HIGH QUALITY MOUSE FOR 

A BUDGET PRICE 11.M 

DAT ALU! MOUSE FOR AMIGA OR ST 

(200 DPI. CLEAR DESIGN) I5.SS 

LEGE NO TRACKBALL FOR AMIGA 
REPLACES STANDARD MOUSE FOR ALL 
MOUSE BASED OPERATIONS. 
COMFORTABLE ERGONOMIC FEEL 

SUTEO MAINLY TO RIGHT HAMULI USERS 
71*9 

RSO TRUCMOUSE FOR AMIGA OR IT. 

ifOO-JOOOPI RESOLUTION COMFORTABLE 

FEEL AND LONG 

CORD _h— M« 

MOUSE MAT (JUNGLE SCENE) WITH 
5POHGE BACK ANO COLOUR PRINT 5.M 
MOUSE MAT WITH SPONGE BACKING 4 » 



LEADS 

hi-fi LEAD - AMIGA OR 5' (STANDARD 

PHONO INPUT) 1 METRES XM 

MONITOR LEAD - AMIGA TO PHILIPS 
CM0833 MK2 OR CBM I0S4S MONITOR 7.9B 
MONITOR LEAD - ATARI ST TO PHILIPS 
Clin MK3 OR CBM I084S MONITOR 7 99 
SCART LEAD - AMIGA TO 

GOLDSTAR TV , - 9 99 

SCART LEAD - AMIGA TO PHILIPS TV... MB 
SCART LEAD . AMIGA TO SONY TV 9.99 
SCART LEAD - AMIGA TO TELEVISION WTTH 

SCART INPUT — 9.99 

NULL MODEM CABLE HI 

PRINTER LEAD (PARALLEL) IS METRES 
FOR AMNjA ST OR PC 7M 

SWITCHER BO* FOR AMKLA. ST OR PC 
CQMMMCTS TWO PRINTERS OR TWO 

PERIPHERALS TO PARALLEL PRINTER 
PORT MANUAL SWITCHER REQUIRES 

SWITCHER LEAD II 99 

SWITCHER LEAD (STRAIGHT THROUGH 
CABLE I CONNECTSAMIGA.STORPCTO 
SWITCHER BOX- IJ METRES 

PARALLEL (MALE TO MALE 25 WAV D 

CONNECTORS) * » 

ANALOGUE JOYSTICK ADAPTOR FOR 

AMIGA ALLOWS ANY 15 PIN ANALOGUE 

PC JOYSTICK TO BE USED ON ALL AMIGA t! 
WITH GAMES THAT FEATURE ANALOGUE 
CONTROL - 7.4S 

FOUR PLAYER JOYSTICK ADAPTOR 

FOR AMIGA OH ST -..TJt 

JOYSTICK EXTENDER CABLE FOR 

AMIGA OR ST (1 METRES) MM 

PORT EXTENSION ADAPTOR FOR AMIGA 
OR ST (PACK OF TWO) EXTENDS 

jovtnflBV antomawm rami n 

31 CMS _ 6.t» 

ANT I- SURGE 4 WAY MULTIPLUG 
EXTENSION LEAD FOR ANY ELECTRICAL 
DEVICe (EO COMPUTER (CONSOLE/VIDEO) 
PROTECTS YOUR VALUABLE EQUIPMENT 
AGAINST DAMAGING ELECTRICAL 
SURGES _„ II 99 



ANTI-SURGE PLUG FOR ANY ELECTRICAL 
DEVICE (FO COMPUTER 
/CONSOLEJVTOCO) PROTECTS VOUR 
VALUABLE EQUIPMENT AGAINST 
DAMAGING ELECTRICAL SURGES 13 99 

MEMORY UPGRADES 

I MEGABYTE AfiOO RAM 

UPGRADE WITH CLOCK .37.lt 

A MEG PCMCIA UPGRADE FOR A6O0 OH 
AI2O0 PLUGS DIRECTLY INTO SMART 
CARD SLOT THESE ARE NOT BATTERY 

BACKED AND C ANT BL USED AS A DISK. 

ONLY AS RAM - —..164 99 



MISCELLANEOUS 

CITIZEN PRINTER DRIVER KIT 12 99 

DELUXE WORK CENTRE (RSDI 

FOR AMIGA AIM0 43.99 

DELUXE WORK CENTRE (RSDI 

FOR AMIGA AftOO OR A500 PLUS 42 0V 

DELUXE WORK CENTRE (BSD) 

TOR AMIQA ASM JT.it 

EXTERNAL J.5" DISK ORIVE FOR AMIGA 
WITH SONYiCTTTZEN DRIVE MECHANISM 

B0OK FORMATTED CAPACITY. 001111. HIGH 

QUA III " SUM UNE DESIGN. COLOUR 
MATCHED MEIAL CASE AND LONG REACH 
CONNECTION CABLE ST St 

SCREENBEAT STEREO SPEAKERS FOR 

AMIGA OR PC REQUIRES 4AA BATTERIES 
OR MAINS ADAPTOR DESIGNED 
SPECIFICALLY FOR COMPUTERS. 

INCLUDING MOUNTINGS FOR 

ATTACHMENT TO MONITOR 189S 



SCREENBEAT MAINS ADAPTOR FOR 
SCREENBEAT SPEAKERS 



7.09 



JYDIC AMIGA POWER SUPPLY (SPECIAL 

COOL RUNNING TRANSFORMER) 3? 09 

ZYDCC STEREO SPEAKERS FOR AMIGA 

WTTH BUILT-IN. AMPLIFIER AND VOLUME 

CONTROLS 87 99 

ROBO SHIFT INTERFACE FOR AMIGA OR ST 
(PLUGS MOUSE A JOYSTICK INTO ONE 
PORT) 12.991 MEGABYTE ASO0 PLUS RAM 
UPGRADE WITH CLOCK MM 

LOTS MORE AVAILABLE 

PLEASE RING FOR A 
CATALOGUE 0279 600204 



BLANK DISKS 

PACK OFSOSONYDSOOIS" DISKS 
WITH LABELS 



PACK OF I0TDKMF-3DO1S- DISKS 

(DBOO BRANDED) ...... 

PACK OF 10 VERBATIM DSUO 19" 

WITH LABELS IBRANOIDt ..... 



) 5 <XS« HEAD CLEANER 



.•At 
-AM 



CHRISTMAS CONSOLE MADNESS 

ALL GENUINE UK VERSIONS 

MEGADRIVE 2 + ALADDIN . 2 CONTROL PADS 112.99 

MEGADRIVE 2 + SONIC 2*2 CONTROL PADS 112.99 

MEGA CD 2 * ROAD AVENGER 229.99 

GAME GEAR + COLUMNS 69.99 

GAME GEAR ♦ CHAMPIONSHIP TENNIS * PENALTY KICK 

* COLUMNS FLASH ♦ PAN AMEARICAN ROAO RALLY 67.99 

SUPER NINTENDO + STAR WING + 1 CONTROL PAD 112.99 

SUPER NINTENDO ♦ MARIO ALL STARS • 1 CONTROL PAD ...112.99 
SUPER NINTENDO + STREETFIGHTER TURBO 

+ 1 CONTROL PAD 122.99 

GAMEBOY + FREE KONIX HOLSTER 39.99 

GAMEBOY ♦ TETRIS . HEADPHONES 
+ BATTERIES t TWO PLAYER LEAD 

. FREE KONIX HOLSTER 49.99 



We only supply oOtaal UK products Official suppliers ol all leading Diana* We sell 
gumes and penphe>alB all al amajing nnces Itx Mooad'ivo MgsIci SyjHnT, Gaim 
Goaf. Supc NE5 Garneboy. NES. Lyni A/iuga. Alan ST. PC. CD POM and Apple 
Mac And we cell I and nidijly km 

Special Reserve Club Shops al SBWDirAwworth & Cfelmstofd 
Boin opn 10am til Bpm Seven Days a Week! 




£p*W Rttsto msmUu cG»JtG**tMiJtii..caH'I/G%? 

READ NRG Regular Club Magaiine 
; CHOOSE from our Huge Selection 
BUY at Best Possible Prices 



SAVE with our Special Deals 
* SAVE more with our XS Coupons 
WIN up to £10,000 worth of prixes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age 
Just send In the form below or phone Sales on 0279 600204 

As a member ol Special Reserve you'll receive reguiai issues ol 
NRG magazine NRG tt our 48 page cotour duo magazine sent bi- 
monthly only lo Special Reserve members. NRG contains; 

1 The best selection ol games, peripherals and hardware 'or all 
popular formats We are official Sega. Nintendo and Sony stockists 

2 Reviews m coioui and latest infoimalion on new products 

3 Charts and Release Schedule, lo help you cnoose and plan 

4 Tho best prices .lusi one purchase will save you your joining lee 

5. Hund>eds ol Special Offers Top games al prices you wonl beteve 

6. XS Super Savers Mcr* v off coupons worth over ft 80 a yeai 
7 BIG CIO.000 TARGET PRIZE COM PETITIONS In evory rssue 
of NRG. ei elusive lo members, free to erUer 

That s why over 180,000 people have joined Special 
Reserve, (he biggest games dub In the World) 

0279 600204 

Open 10am til Bpm Seven Days a Week 

i.' j.- ■ '.' T-i.ii.n r— i mu io> evt-y <hiM< 

You can also Fax your order to us on: 0279 726842 

We prtde witl»M on our oMH'MIm una ( l S cuMwnef Hun inea) 
Ht-iiiitf>ty tome gmrm *»ied may ml y*I W a"iuloC»» PtMuimmataMon 
X t~\i 000204 k> cimcK andaoaiy betwo onlertnB- In He event a oMay -e aaue 
lefundi on nojsst at any iki*> pioi m draEOKH w« ™»nn u» now » dwno* 

pcKB* irthoui Mmmm e soe 

nijilWlIlt Ofcn Irani MwSmm Ud. 2 Soulli Bv*. The UaSmqa. 
5a<MM>loawtt>. Mwu C*ci SPO 
ciuo Shops M SaaeaoMwortfi fsDovs sddiMil and at 
43 BroonriMJ Rd. ChMnstenl E*Mi 

M prBM tnrtuO* VAt aiyl amaga u UK munland. SmdomoI onJei lorn lor 

iwnn lurcnaioeB We na>m hardwe on»» m UK mainum athSMua. 
MiHIflSHIf flit 6 MONTHS ONC YIAI TWO TEAIS 

H1AL ANMAL WITH Fin 

MIMBIISMIP MIMBIISHIP H1ID HINDU 

UK MEMBERS 4.00 7.00 14.00 

0VU5US K MtMlltS 6.00 900 18 00 

OVBUUS WH1D WII1S 700 1100 7100 



WE (Nil SllPPLV WWB* OUT VOU CAN ORDER A5 «XI JO« 
THERE ARE MO 9unCMAB06SON TELFPHONtO OnDIRS (UK) 
IPLIAII PttHI N BLOC* CAtTTA ; - 



Add.eSB 



TALL 



Nam 



POstao* 



Phora 



UscNrta 



Enter membership number (l> applicable) or 
NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 

Bom 



item 



item 



tlCQL 



ALL PRICES INCLUDE UK POSTAGE & VAT 



Oisoue/POVtoe^sf^o'cafa'-jw^.ViBa (6w*cMisus No. 



Cant 

pssW dtoo. 



.Signoiuic_ 



o-H.w.iy.,.,!,. SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Owrseas Orders Surcharge (EC or World/: Software orders 
please add £2.00 per Item. Non-software Items please add 
25V Hardware items supplied to UK mainland only. 
Oversees orders musf be paid by credit card. 
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MENZIES 
BACK CD32 

The Amiga CD32 continues to go from strength to strength 
this month, with the announcement that high street giant 
Menzies is to begin stocking the machine in time for the 
Christmas season. 

The chain will stock both the 32-bit CD console and a range of 
software in a selection of its 274 stores throughout the country. 

Commodore's UK national sales manager, John Smith, says: "To 
have a retailer as discerning as Menzies committed to stocking 
Amiga CD32 is a tribute to the class of the machine." So there 
you go. 



BUT WHAT ABOUT 
THE ARSENAL? 



Following a long, long sabbati- 
cal. Thalamus is about to return 
to the world of Amiga games 
with the launch of SUB (Strategic 
Underwater Battles) - a futuristic sub- 
marine combat simulation. 

Set in a post-apocalyptic world 
where man survives in a series of 
giant underwater cities, S.U.B. offers 
its players a blend of underwater 
strategy and combat. During the 
course of the action, there are 
pirates to fight, defence bases to be 
built and empires to conquer. 

S.U.B. will be available in early 
December in standard and 



enhanced Amiga modes. 

But what we want to know Is 
what on God's clean earth has hap- 
pened to Thalamus's Arsenal. The 
game is rumoured to have been in 
development for ages and has 
already been more than extensive- 
ly previewed in just about every 
Amiga games magazine. Has the 
Gunners' lack of Premier League 
goals put them off? Or, as reports 
suggest, has the programmer sim- 
ply gone missing? Either way, it 
looks as if this is one game which 
will resurface in one of those What- 
ever Happened To...? features. 




ir 



THE CHAAAP IS BACK 



Fans of Domark's aaddictive 
Championship Manager '93 
can get an even more realis- 
tic fix, as Domark has released Cham- 
pionship Manager '94, an update 
disk which takes into consideration 
all changes which have taken place 
in the four divisions since the game's 
original release. 

So, not only will the Nottingham 
Forest line-up not feature Roy Keane, 



it will also be in the First Division ros- 
ter where it belongs (instead of the 
Premier League as things currently 
stand). 

Other heart-warming changes will 
see Swindon Town in the Premier 
League (for what it's worth) and 
Peter Reid no longer managing 
Manchester City. 

Championship Manager '94 needs 
the original Championship Manag- 



er '93 disk to run, and is available 
now priced at £9.99. Rumours 
abound of an International Champi- 
onship Manager to follow in 1994. 

Sticking with footie games for a 
moment, the current popularity of 
Amiga games based on the world's 
favourite sport is demonstrated by 
the latest Gallup chart, which fea- 
tures no fewer than six soccer-type 
games in its Top Ten. 



The aforementioned Champi- 
onship Manager '93 is at number 
three, closely followed by Gremlin's 
Premier Manager 2 and Premier 
Manager at numbers four and six 
respectively. The other three entries 
are Sensible Soccer 92/93 (number 
seven), Virgin's Goal! (eight) and 
Ocean's European Champions, which 
sneaked in at number 10 Foot 
ball, eh? You just love It. 



o 
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PYSGNOSIS IN /WORE 
GAMES SHOCKER 




games from the mid eighties. But 
with better graphics. 
Details are scant at the moment 
as to the game's release date or 
the game's title. But one thing's 
for sure - it certainly won't be 
called the Castle Game. 

Armageddon 2 is coming along 
nicely. The follow-up to the well- 
receive flight/combat game from 
a couple of years back should be 
ready within the next four to six 
months (they reckon) but for 
those of you who can't wait that 
long, here's a screenshot to keep 
you going. Stare at it until your 
eyes go funny. 




limey. Those Liverpool -based around shout- 
software giants just don't ing "Hold the 
know when to quit. Not only News pages." 
are they continuing to pump out First up is an 
top quality games at a frightening interesting- 
rate, but they're also telling us looking iso- 
about them beforehand! metric arcade 
Indeed, literally hours before this game, very 
issue goes to press, a couple of much in the 
disks arrived in the office giving style of the 
Simon the opportunity to run old Speccy 



LAWN/MOWER 

PLANNED 

London publisher Storm is 
keeping the bandwagon 
rolling on its first ever film tie- 
in Lawnmower Man (which boss 
Jane Cavanagh describes as "The 
most successful British film for 20 
years."), with the announcement 
that a CD32 version will appear early 
next year. 

Also, a sequel to the original 
Lawnmower Man film (provisional- 
ly entitled Lawnmower Man 2), is 
currently in development and on 
schedule for a release during 
Autumn of next year. Storm's game 
designers are already said to be 
closely co-operating with the film- 
makers. 

Meanwhile, Storm is continuing 
its current expansion programme 
(the firm recently opened a CD 
development studio in Southamp- 
ton) by opening a new US office in 
Santa Monica and signing a major 
deal in that country with elec- 
^ tronics giant Sony. 



WOLVES PREFER 

AMIGAS 



Wolverhampton Wanderers fans are soon to be treat- 
ed to unprecedented visual delights, as their cho- 
sen club is currently installing the two largest video 
walls in Europe at the legendary Molineux ground - and it's all 
thanks to Amiga technology. 

Featuring an unfeasibly large 256-screen matrix each, the 
two walls (known as 'Expandaview Videowalls') will be used 
to display time, scores, statistics and previous match high- 
lights. 

The system is driven by an Amiga-based hardware and 
software set-up, with the software developed by Optonica 
for system developer CD Interactive Ltd. A British company, 
CD Interactive is currently exporting its video wall system to 
the US and other foreign territories - the Molineux walls are 
its biggest European venture to date. 

The walls are just part of a total refurbishment of Molineux, 
which will cost £14 million in total. As yet, there are no plans 
for the walls to be used for game playing purposes. Which 
Isn't surprising. 




OQ9 

Lillehammer'94 




BIT 

NIPPY! 



US Gold is warming up for 
next month's Winter 
Olympics tie-in with the 
announcement of a whole host 
of Games-related facts and 
statistics designed to educate, 
entertain and whet our 
appetites for the big event. 

For example, did you know 
that during the course of the 
games, over 2,000,000 meals 
will be served to competitors, 
guests, volunteers and mem- 
bers of the media? Or, that 
344,000 loaves of bread and 
1,000,000 hot dogs are expect- 
ed to be eaten? 

And it's not all about food, 
either. Fact fans will be happy 
to note that 2,000,000,000 peo- 
ple worldwide are expected to 
tune into TV coverage of the 
Games, there will be four media 
representatives to each com- 
petitor, 14,000 telephones will 
be specially installed for the 
duration and more than 
1,000,000 applications for tick- 
ets were received for some 
events (where the maximum 
capacity is 15,000). 

Oh, and there's some sport 
too. Approximately 2,000 com- 
petitors from 75 countries will 
take part in 55 disciplines. 

A good deal less media hype 
will surround US Gold's Winter 
Olympics when it appears on all 

Amiga formats next month. 




Those of you who decide to boldly go where no Amiga owner has 
gone before - by buying a copy of Interplay's latest intergalactic 
adventure. Star Trek: The 25th Anniversary (see review on page 67) 
- may end up getting a little more than you bargained for. 

Well, approximately 90 minutes more than you bargained for, as Inter- 
pUy is offering a complete video copy of Star Trek - The Motion Picture as 
a bnvted edition with the first batch of games released this month. 

Star Trek: The 25th Anniversary {for A1200 only) is available now. priced 
at £34 99 



THE TECHY BIT 



Craft: (kra:ft) n. 1. skill or 
ability. 2. skill in deception 
and trickery. 3. an occupa- 
or trade requiring special 
I, esp. manual dexterity. 4. a. 
the members of such a trade, 
rv^arded collectively, b. (as mod- 
ifier): a craft union. 5. a single 
vessel, aircraft or spacecraft. 6. 
(functioning as pi.) ships, boats, 
aircraft or spacecraft collective- 
ly, -vb 7. (tr.) to make or fashion 
w*th skill, esp. by hand. 



Or, alternatively... 

Craft: 1. an extension for 
AMOS creator and AMOS Profes- 
sional from Black Legend. 2. 
allows the user to play with two 
registers at once. 3. a flexible 
audio system. 4. a fast and easy 
way to create pictures of Man- 
dlebrot and Julia fractal sets. 5. 
an Acronym for Colours, 
Requesters, Audio, Fractals and 
Turtle. 6. available now, priced at 
£25.99. 



VIRGIN SOLD 

The battle for the pound in your pocket, which has been raging all 
along the country's high streets for the last year or so, took yet 
another twist this month when new kid on the block Future Zone 
surprised everyone by buying up all of Richard Branson's Games Centres. 

This unexpected development means that Future Zone can now make 
claims to being the biggest chain of games shops in the country: the addi- 
tion of Virgin's 30 Game Centres to its existing roster of 43 Future Zone 
shops (34 already open and nine 'imminent') puts the chain well on its way 
to achieving its goal of opening a total of 130 shops by 1996. 

H is expected that all 30 Game Centres will lose their Virgin livery and 
complete the changeover to becoming Future Zones by February '94. 

Although Virgin's sell-off took most people by surprise, this is not the 
first time that Richard Branson has sold off part of his massive empire in 
recent times. In the past two years he has sold Virgin Records and Virgin 
Mastertronic. while more recently he sold 15 per cent of Virgin Interactive 
Entertainment (or Virgin Games to you and me) to toy giant Hasbro. 

The sell-off will not affect the games departments within Virgin Megas- 
tores, as these will continue with business as usual. Indeed. Virgin sources 
suggest that the chain plans to expand its network of Megastores through- 
out the UK in 1994. 
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FREEPHONE 
0800 318576 
Fax: 0480 496379 



PMSINTS? 

(ho,ho r ho) 



MfMDCHtCtfN 

D GENERATION CD 32 
M0RPH CD 32 
PWWLL (MTAS&SCD 32 I 
R0BOC00 C0X2 
SLEEPWALKERCD 32 1 
>TFX CO 32] 

'ZOOL CO 32 

ALIEN 3 

WRBUCKS 1 21*1200) 
-AIR SUPPORT 
ALFRED CHICKEN 
ALIEN BREED 7 
AMOS PROFESSIONAL 
•APOCALYPSE 
UAQUATIC GAMES 
1- ARCHER MACLEANS POOL 
•AT AC 

AVBB HARRIER 

r» BATMAN RETURNS 
BATTLE ISLE 93 
BLADE OF DESTINY 
BLAST AR 

BLOB 

BODY BLOWS 

B00Y BLOWS GALACTIC 
BOBS BAD DAY 
'BRUTAL FOOTBALL 
'CASTLES 2 I A1 200) 

D-AWWeHPyAwa-iaj 

CHAOS ENGINE 
l+CHUCK ROCK 
CHUCK ROCK 2 

CIVILIZATION 

CIVILIZATION 1A1200) 
'COMBAT CLASSICS 2 

COMBAT AIR PATROL 
H40NRJCTW MIDDLE EAST 
.CREATURES 

CREEPERS 
•CYBERPUNK 
•CYBERSPACE 

DARKSEEO 

DARKMERE 

DESERT STRIKE 
'DIGGERS (A1 200) 

DISPOSABLE HERO 

DOGFIGHT 

DOOOlfBUG 

DRACULA 

DUNE 2 

DUKE0N UASTtfl CHAOS 
EUROPEAN CHAMPIONS 

'F117A NlGHTHAWk 



Fl 7 CHALLENGE 
FLASHBACK 
| fWMUL* ONE GRAND PMX 

FRONTIER - ELITE II 
| GAUNTLET 3 

GOAL 
l+GOLD OF THE AZTECS 

GRAHAM G00CH CRICKET 

■ GRAHA1I KOCH SECOW IXSf 
GUNSHIP 2000 

U HARLEQUIN 

•HERO QUEST 2 
HIRED GUNS 

+HIST0RYLINE 
| .HUMANS 

I ♦HUMANS DATA DISK 

HUMANS 2 
IMDY AW S i '■ ' • CF tflMTiS 
l+INDY HEAT 
ISHAR (A1200) 
1SHAR2 

I I JIMMY WHITES SNOOKER 
■JURASSIC PARK 

l'K-240 
KINGS QUEST 6 
LEMMINGS 2 

■ LEGACY OF SORASIL 



ME W 



i NGc 



,LiPH 



IN 



LINKS 

LOOM 
•LORD OF THERI 

LOSTVIKINGS 
HOTUS THERML CW 
•MAELSTROM 
•MAGIC BOY 

MANIAC MANE 

• HAIUTD PfBIEfi liASLE 
•MARIO IS MISSING 
•MEAN ARENAS 

• MICRO MACHINES 

• MICROPROS! GOLF 
MONKEY ISLAND 1 

• MONOPOLY 
MORPH 

•MORTAL KOMBAT 
NICKY 2 

NODDY'S 6* ADVf NIUHi 

OVERDRIVE 

0VERKIU(A12O0) 

• PACIFIC ISLANDS 
•PERHILION 

PlNWLWEAMSffMnASIESI 

P1NBALL (ANTASlE 
♦PREMIER MANAGER 
•PREMIER MANAGER 



PRIME MOVER 

PROJECT X 

PUSHOVER 

REACH FOR THE SKIES 

R0B0C00 
■ROBOSPORTS 

RULES OF ENGAGEMENT 2 
'SECOND SAMURAI 

SENSIBLE SOCCER 92/93 

SIMON THE SORCERER 

SHADOWORLDS 
H-SILENT SERVICE 2 

SIM LIFE (A1200) 
■SINK OR SWIM 

SOCCER KID 

SPACE HULK 

SPACE LEGENDS 
■SPECIAL FORCES 

STARDUST 
'SIARTRfK-HiiTiJU-ftUCH 
-SUPER TETRIS 
l+SUSPICOUS CARGO 

SYNDICATE 

THEATRE OF DEATH 
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NEWS 



GREMLIN GET CD STmp 




Sheffield-based publisher 
Gremlin comes kicking and 
screaming into the CD32 
market this month with the 
release of two of its disk 
favourites on 
the new for- 
mat. 

First up is 
the super 
enhanced ver- 
sion of Zool 
which you'll 
find reviewed 
on page 90 of 
this here issue. 

The clue's in the name for their 
second release, as The Lotus Tril- 
ogy is just that - all three Lotus 
games on a single CD, complete 
with new graphics and sound- 
track. 

•The Lotus image and name has 
become one of the most recog- 



nisable and powerful in the 
games business," offers Gremlin's 
marketing director, David Martin. 
"We are pleased to launch this 



first ever Lotus CD game and are 
looking forward to working with 
the firm on future releases for this 
new technology.** 



RETURN OF 
ROCKET RANGER* 



"Well not quite. 




Are you tired of all these 'me 
too' games which software 
publishers keep foisting 
upon us in an unashamed attempt to 
fill their coffers? You are? Then you 
might just be interested in the new 
release from Hot Shot Entertain- 
ments. 

Rocket Rescue is, according to the 
publisher (and we all know how eco- 
nomical with the truth publishers can 
be), "...an original concept game 
involving skill and judgement where 
the player has to take control of a 
rocket ship, negotiate forcefields and 
and weather conditions and destroy 
all enemy predators." 

»Some of the remarkable innova- 
tions include: 



Gasp! 100 levels. 

Cor! Keyboard or joystick controls. 

Blimey! Parallax scrolling. 

Phew! Power-ups and weapons 

Phwooaar! A 'game save' feature. 

Fnork! Digitised sound effects. 

Apart from all of this incredible 
innovation, the game also sports a 
ground-breaking and unique plot 
whereby the player is asked to land 
on a planet surface and rescue a 
number of hostages. 

Can't wait for all of this ground- 
breaking gaming action? Well you 
don't have to. as Rocket Rescue 
due to start conquering the world 
any day now. 



A JOYSTICK 
TO BEHOLD 




Another month, anoth- 
er new joystick from 
Spectravideo and 
Logic 3. This month's offer- 
ing is the £15.99 Delta Ray 
which features a 'comfort 
grip' handle, nine 
micros witches, five fire but- 
tons, autofire and an extra- 
long cable. Need we say 
more? No, obviously not. 



With computer theft 
becoming an ever-increas- 
ing problem, Worthing- 
based security specialist the 
Etching Transfer Company 
has devised a system which 
makes stolen computers 
(well, monitors at least) less 
difficult to sell on and 
therefore less attractive to 
the prospective thief. The 
system involves the etching 
of words (postcode, name 
or whatever) into a monitor 
glass, in a similar fashion to 
that used on car windows. 
Doesn't stop 'em nicking 
your games, though... 

...Snapperazzi, the new 
game from the wacky guys 
and gals at The Sun (see last 
month's news), has finally 
found a home. After months 
of rumour and speculation 
(not!) it has emerged that 
the game will now be pub- 
lished on the Alternative 
label. Snapperazzi will be 
available next month, 
priced at £19.95... 

...And yet more news of 
major publishers signing up 
games from smaller devel- 
opment houses. This time 
if s the turn of Teeny Weeny 
Games, whose forthcoming 
offering based on the Terry 
Pratchett Discworld novels 
(see The One, September) is 
now to be published by Liv- 
erpool-based giant. Psygno 
sis. The game is scheduled 
to appear late next year... 

...Combat fans can now 
satisfy their appetites for 
action on land, on sea and 
in the air, as Empire has 
released Combat Classics 2 • 
a three game compendium 
featuring MicroProse's 
F117A, Silent Service II and 
its own Pacific Islands. The 
compilation is available 

now. priced at £34.99. 





FOR THE AMIGA 




All of his demonic forces 
have been summoned to 
his aid, all of his tricks and 
traps have been set, all of his 
power is directed against you. 
Only the wisest and the most honourable 
ot warriors can defeat him. 



South Harrington Buildings, 



» jfee smy of the second saamu isycrwk wnmm 



Sefton Street, Liverpool L3 4BQ United Kingdom Tel: 051 709 5755 




• Look ahead. Look far. far ahead to Ihe 



year 3^00 ar%d imagine a basic space craft 



as your only worthwhile possession. Iff you 
are to fulfil your burning ambition to be" the 



best, you niust defeat the best by coupling 



your inherited flying skills with a vast 



knowledge of the Universe. Outwit the 



pirates by beating them at their own game 



rciless, be Wise, beware. 
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'Elite. Game? It's a way of life!" 

Personal Computer World magazine 





Available on P 

Davtd Braben 1993. Lice 
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mteryalactic trading has its rewards and its 



downfalls. Trade with the international stock 



one against the other to 



il. Watch your back at all 



T 




to your bank balance could 




Iclmg to your criminal record! 



ids may or may not like what you do. 



»ugh! They will have to catch you first. 



In a galaxy full of challenges, — 



ttiis Frontier Has no limits. 





GAMETEK 



1993 - FRONTIER - ELITE 



Fro n tie 



"The ultimate in space adventure, 
r is the single most important step forward 
for games this decade." 

CU Amiga - 97% 



.mature with time 
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Here we go then - another couple of text- 
heavy pages written by you rather than us. 
So it'll probably make for more interesting 
reading than the rest of the mag. We 
haven't had a Star Letter for a while so 
now's your chance to earn some top-quality 
software by scribing to us. Send your 
moans and groans to: Letters, THE ONE, 
30-32 Farringdon Lane, London EC1R 3AU. 
We're waiting for your call... 



CD QUERIES 

Dear The One, 

1 own an Amiga 500+ and I'm think- 
ing of buying a CD32. I've seen in 
my local newsagents a CDI maga- 
zine with CD demos and wondered 
will The One or any other magazines 
be having demos?. I would like you 
to be the first because I have bought 
your magazine for over two years 
and think it's great. I don't want to 
buy another mag. but I might have 
to! 

Also, why don't Origin convert 
Wing Commander 2 to the CD32? 
There's no reason why they can't - 
same with X Wing (the game all PC 
fans are always gossiping about). I 
have completed Wing Commander 
and have played Wing Commander 

2 on my friend's PC - it's brilliant! 

Adrian Fox. 
Derby. 

It's doubtful that The One or any 
other current Amiga games mag- 
azine will be able to afford to 
stick a CD on the cover. We'd like 
to. don't get us wrong, but by 
doing so we'd have to sacrifice 
the floppy disks - something 
which will annoy more readers 
than a CD would please. As for 
whether Wing Commander 2 will 
be converted to the CD32, well, 
there's no definite news as yet. 
We'll just have to wait and see. 



SPACE CRUSADE 

Dear The One, 

I am writing to agree with Glen 
Turner. More space should be given 
to better games and very poor 
games i.e. Super Sports Chal- 
^ lenge, Fistfighter and Huckle- 

P 



berry Hound should not be 
reviewed. 

Three coverdisks should be given 
away each month now that your 
price has gone up 20p, PD games 
are okay {especially Zombie Mas- 
sacre!) but I'd rather play brilliant 
demos like Space Hulk, Lost Vikings. 
Seek and Destroy and Alfred Chick- 
en. Whilst glancing through a 
friend's copy of Megatech, I noticed 
that they include a small box in each 
review which stated the alternative 
game in the particular genre - nice 
idea I thought. What do you think? 

Also, why not have a separate 
section in recommended where 
A1200 only games like Overkill and 
updates could be put. It would ben- 
efit the many A1200 owners, and in 
six months or so you could include 
a CD32 section. 

David Oakden. 
Stockport. 

Why shouldn't bad games be 
reviewed? I'm sure that the 
majority of readers would like to 
know about the Amiga games 
scene as a whole and not just the 
best bits. As for space, we allo- 
cate a number of pages to each 
game depending on how much 
there is to talk about. Okay, 
Super Sports Challenge wasn't 
rated very highly but you 
wouldn't have realised exactly 
how bad it was if it was reviewed 
on a single page or not at all, 
would you? 

CORE'S GOOD 1 

Dear The One, 

After reading Simon Rizzello's letter 
in your October issue, I felt I had to 
write in. I have only one question to 



EXCUSE ME! 

Question (-chn). 1- n. Sentence adapted by order of 
words or punctuation or intonation to elicit an answer. 

his station. 



Dear The One, 

Could you please answer these 
questions for me as I'm thinking of 
buying an Amiga CD32. 

1 . Will planetside now come out on 
the CD32? 

2. Will Mortal Kombat on the CD32 
be out for Christmas? 

3. Will Rebel Assault or Demolition 
Man make it onto the CD327 

4. Will EMAP be launching a CD32 
magazine? 

5. Will you do six page reviews of 
games like Microcosm? 

6. Will publishers like Capcom, EA, 
Konami or Lucasarts be releasing 
games on the CD32? 

Robert Smith. 

1) No. 

2) I doubt ft 

3) It's unlikely 

4) Nope 

5) Probably not 

6) Maybe 

Dear The One, 

Is Jenny Abrook a model? I think 
she should be. 

Ben Riley, 
Maddington, W. Australia 

In a word, no. But thanks for 
writing. 

ask Simon - Why does he think muti- 
lated bodies strewn around are a bit 
much, when he is interested in a 
game about someone running 
around a spaceship blowing cack 
out of aliens? Any more violent and 
it would get ridiculous. 

The fact is children enjoy violent 
games. For example. The Robocop 
trilogy - a robot killing criminals. 
Chaos Engine - 6 mercenaries run- 
ning around with guns killing mon- 
sters. Body Blows and Street Fighter 
2 - contests where people fight 
against each other until one is 
knocked out. Even better - Desert 
Strike - control an Apache helicopter 
and take part in a war! All these are 
violent games, but the fact remains 
kids love 'em! If they didn't, why 



Dear The One, 
Please can you answer a few ques- 
tions for me. 

1. Are software houses still going 
to produce software for the 
CDTV/A570 such as Jurassic Park, 
The Lawnmower Man. Zool and 
other games? 

2. If they are not going to produce 
software for the CDTV is it worth 
getting a CD32 only to find that 
they do the same with that? 

Russell J English. 
Deal, Kent. 

f. I don't think you'll find any 
games coming out for the CDTV 
- the machine didn't sell that 
well in the first place and its 
technology has been super- 
seded by the CD32. 
2. My advice to you - and it's just 
my point of view here - is that 
the only real reason for buying 
a CD 3 2 at the moment is to play 
Liberation. If you're not into 
RPGs then your best bet is to 
wart and see what games are 
released over Christmas. The 
amount of software for the 
CD32 is gradually increasing so 
hopefully come next Spring 
there'll be a lot more choice. 

have most of these games been in 
the top S of the Gallup computer 
charts over the last year? 

One of the (many) useful things 
about computer magazines is that 
they publish screenshots of the 
game with the review (especially The 
One, I've noticed - keep it up) depict- 
ing whether the game will be suit- 
able for little Freddy, who's only 1 1 
and doesn't like 'rough stuff' etc. 
For instance, a quick glance at a 
screenshot or two of Parasol Stars 
and Freddy's mum would find two 
boys bashing nasty bugs. With 
umbrellas. Suitable for darling Fred- 
dy. Whereas Alien Breed 2, because 
of the blood and guts splattered all 
over the place, isn't suitable for 
Freddy, but very suitable for for 



LETTERS 



of blood-thirsty games 
who are eager to kick some 
butt in return for their dead 
on the floor. 

I'm trying to say is that if a 
parent or person concerned consid- 
er? the game unsuitable, then so be 
ft - don't buy it. but don't spoil 
else's fun! If kids don't 
to see bloodshed, buy a cute 
Wke Robocod or Rainbow 



Ben Crystal. 
Holyhead. Gwynedd. 




COMPACT DISCS: 
THE TRUTH 

Z**r The One. 

to die boht of the CD console hyste- 
seems to have gripped the 
fraternity. I feel com- 
to write to you in an attempt 
the balance, 
recentty read an excellent arti- 
to "Edge' which offered a very 
it perspective on CD-based 
I gasped in disbelief as I 
mat CD is 'blind and stupid' 
does nothing to improve the 
of graphics; recoiled in hor- 
realised interactive video 
mi a dead loss; sighed in dismay at 
toe prospect of gloss taking presi- 
«en* over gameplay. All my illusions 
of CD shattered in seconds - howev- 
er, rt s all true. CD alone does not 
game quality, it's just 
storage medium - six times 
than a hard drive and you 
write to it! The only way 
technical improvements is 
better hardware, but 16.7 
colours still doesn't mean the 
be any good. 




The problem is that CD has been 
blown out of all proportion and peo- 
ple's expectations are wildly over- 
optimistic. CD has one great advan- 
tage - massive storage capacity, but 
at the moment, most of the extra 
space is either redundant, or taken 
up with CD quality sound (fair 
enough) or 5 minute animated 
intros. Why not just buy 'Akira' - the 
animation is fantastic, it lasts 2 
hours and costs a third of the price 
of a CD game. 

As CD and console technology 
improves, we can expect to see a 
trade-off between graphics and 
gameplay. Obviously, games like 
Microcosm are stunning to look at. 
but where is the game? It is too easy 
to sit back and be entertained by 
gorgeous graphics, and the experi- 
ence is ultimately short lived, give 
me a game I can become involved in. 
In an ideal world, we would have 
mind-blowing graphics and deep 
gameplay. At the moment, the 
Amiga is the only system that brings 
this within reach. Thank God there 
are still programmers out there with 
some imagination!! 

Chris Davis 
Wisbech, Cambs 

Yes, it's true that the expecta- 
tions of CD-based software are 
far too high, although the medi- 
um does have a lot of advantages 
over floppy disks, as I'm sure 
you're aware. Although the CD32 
has yet to prove itself in terms of 
original software (with the 
exception of Liberation, all the 
others have been direct A1200 
ports). I'm sure that the coming 
year will bring with it some stun- 
ning games, specifically 
enhanced for the '32 and not just 
the same old A 1200 versions with 
a CD soundtrack. But then again, 
that's just wishful thinking. 



CD still has a long way to go. 
The format alone won't enable 
you to 'play the film' - you'd need 
several disks full of digitised 
images to enable this, and even 
then it wouldn't be a totally 'free' 
environment. As games like 
Alone in the Dark (on the PC) 
have proved, you can get a damn 
sight more out of advanced hard- 
ware than you can with a CD. 



SOUR CRAPES 

Dear The One, 

I am writing in response to a few let- 
ters and questions in your previous 
issue of The One (the best mag 
around!). The first one is aimed at L 
Mungroosing. 

Well V, I myself am very annoyed 
about the fact that all the decent 
games on the Amiga get converted 
to the SNES, yet none of their games 
get taken to the Amiga. My second 
point is aimed at N Brown. I too 
hope that the CD32 fails - I mean 
they've hardly brought out ten 
games for the A1200 (which I cur- 
rently own) and then they go and 
bring out another machine. Chances 
are that by February they will have 
twice as many games for the CD32 
then they have enhanced versions of 
games for theA1200. 

And what really annoys me is the 
fact that when I got my A1200 last 
Christmas, I also got an A500/600 
version of Wing Commander and 
asked the salesman if there would 
be an A1200 version of the game, 
and he replied 'no' - what do you 
know. 7 months later the makers are 
announcing that they are going to 
bring out an A1 200 version. Why the 
hell didn't they say that when it 
went on sale? 

Barnaby Ingram. 
Southampton. 



Oooh, I sense a lot of anger in 
you, child. I can see why you're a 
tad annoyed by the A1200 situa- 
tion, but let's just be thankful 
that games are finally beginning 
to surface. As for hoping the 
CD32 fails, well, considering that 
the A1200 is going to benefit 
from any CD software (it's 
remarkably easy to produce the 
two at the same time), I think all 
A1200 owners should be slightly 
grateful that the CD32 seems to 
have kick-started the amount of 
software coming their way. 

It seems to me that the CD32 
has to succeed if Commodore are 
to remain in business. And I for 
one know which I'd prefer. What 
about the rest of you? 



WHAT? 

Dear The One. 

I have found a great hidden game in 
Chaos Engine. First complete the 
game, then unplug it and plug it 
into a car ashtray. They put the joy- 
stick into the cigarette lighter, press 
fire, and hey presto - Amiga Rally 
Drive. The system comes with one 
game - 'Drive to the shops' - in 
which you have to drive to the shops 
before the radio inside your head 
explodes. The graphics are totally 
realistic and there are great touches 
like stereo screams if you mount the 
pavement, and blood spraying the 
screen if you hit someone. There's 
this great bit at the end where you 
get arrested and put into a high 
security institution for the criminal- 
ly insane. 

OVERALL: 92% Simply excellent. 
Breathtaking. 

Chris. 
Nuthall. 



Er. thanks. 
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we've got it 



ARCADE PLATFORM 



ADVENTURE/ STRATEGY 



FANTASY & ROLEPLAY 



SHOOT EM UP 



FOOTBALL STRATEGY 




SORSSlI 



ZOOL2 



zool and ins female oompanon 
ZOOZ. face a ctiailonge wttach wilts 
the knees of the toughest Ninia's in 
this Statu of Ihe art PLATFORM 
ARCADE ACTION MquM KROOL Hid 
us accomplice MENTAL BLOCK are 
once again out to wipe "iiaginatlon 
from the tsce o' e»istence Ploying 
ZOOL Of ZOOZ tight your way through 
HIM massive levels of hugely vailed 
and enjoyable gamepiay. Meet ZOOM, 
a two leaded alien dog. one head 
Stup-J. the Other nigh*, intelligent. 



Only wnen yoo take contiol ot K240 ii 
this superb STRATEGY tame will you 
understand what leal pressure ts. 
The lerran Empue has npanded. 
Mankind and sn Alien races are 
snuggling lo maintain peace mi the 
(ace of dwindling resources, hi 
destruction inevitable. 
You are the Commander nl Ihe 
mission to explore and eipkrt K240 
out can you build a successful and 
peaceful colony deep in the recesses 
oi space, or will greed and aggression 
bring the empire down. 




Features Include 

• Play oitnor ZOOL or the all new 

ZOOZ. each with their own special 
strengths 

• A wide variety of (vghry intelligent 
enemies. 

• Many vaned power ups and 
collectibles. 

• Hidden bonus rooms ond secret 
levels. 

■ SMf tang sound FX and a choice of in 
game tunes 

• Nine huge levers. 

'Trie classic seoue' fo 1992's oowest 
setting Amiga game'. 



Feature* Include: 

• 6 different Alien Me forms. 

• 8 different types 0* space crafts. 

• 16 different types ol weapons and 
shields. 

• Fully designate asteroid field 
interface. 

• Highly urteiiigent enemy colonies 

• 40 afferent building structures. 

• A vast range of comple* internet orvs 
lo understand and control 



J 9 I. 



LEGACY OF SORASIL 



THE LEGACY OF SORASIL is a 

fantastic and huge world of 
adveniurc The fabled land ol Rhia 
has fallen foul of a myslenous 
plague Choose a party of intrepid 
adventurers from 8 would be Heroes 
and try to return the land to fi t 
peaceful state Battle your way 
Ihrough 10 vast stages against a 
legion o' highly intelligent foes. 
Endless hours of solid and (or 
reaching gamepiay 




Feature* Include: 

• 10 perilous Quests to be completed 

• Stunning 30 isometnc display. 

• Simple point and click «Ylerface 

• 8 heroes, all wilh specialist skills 
and abilities 

• Eene sound FX and tunes 

• Fully self mapping. 

"if you want challenging gamepiay and 
a game maf's going fo lasr you can't 
go fat *mng wffi mis*. 
CO, 




DISPOSABLE HERO 



Get that trigger finger ready for an 
ARCADE SHOOT 'EM UP that lakes 
up Ihe genre where others have 
feared lo Head The Free Worlds lie 
technologically bankrupt An Alien 
tyranny threatens mankind As a 
certified D-HCRO it is your task to 
light your way through 6 levels of 
non-slop head pumping finger . 
sweating eyeball racing thumb 
Busting, nerve jangling action to 
penetrate the alien strongholds 



PREMIER MANAGER 2 



PREMIER MANAGER tr.insformed 

the face of STRATEGY football 

m,»l.V!>«»ffll games Willi U S 

accessible and enjoyable game style 
It has remained m the charts smce 
It's release late in 1992. And now. 
PREMIER MANAGER 2 is ready with 
a whole hosi of added features. 
Have you the management skills to 
turn around and improve your teams 
performance? 

Get ready (0 blow the whistle on THE 
football game for 1993. 




Feature* Include: 

• Arcade quality graphics, backdrops 
and animation 

• Fully odlusiaNe sound FX and in 
game tunes. 

• Hundreds of weapon configurations. 

• Mind blowing MO level and End 
level guardians. 

• Choice of assault craft witb Four 
levels of diffKurty. 

•first •mpressws? whoahl blast. 
Blast, death, guns, more death, 

action and excitement f 



Features Include: 

• 16 playing formations with 8 
PmMnj sty fM snd L3 rasV h utctica 

• Negotiate wages, bonuses and 
contracts. 

• Comprehensive banking system 
with cnangeaole mtrjrest rates. 

• Up to 36 players per team with 
limit of 4 foreign 

• Set ticket prices and crowd control. 

• IMMEDIATE sacking possible rf 
you're not up to the (Ob. 

" This really is the best bits at an f he 
looty games, Bundled together and laid 
out on a golden plate for you'. 
The One 





GREMLIN GRAPHICS SOFTWARE LIMITED. CARVER HOUSE. 24 CARVER STREET, SHEFFIELD SI 4FS. TEL 0741 TS3421 

< III) GREMLIN GRAPHICS IO't«MI LIB. ALL RIGHT! RItlRVID. 
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We're fed up with it too, 
you know. Every bloody 
time Psygnosis offer a 
competition prize they have to be 
difficult, don't they? 

When they first mentioned to us 
the possibility of a Creepers compe- 
tition all those months ago. we were 
over the moon, especially when you 
consider all the top prizes you can 
probably tie-in with the name 'Creep- 
ers'. So what do we get? A trip to 
Emmerdale Farm, that's what. Okay, 
so the response was huge but sure- 
ly a day out in Albert Square would 
have been much more appealing. 

But this was only the start of a 
rather worrying trend. A year's sup- 
ply of Tomato sauce came next - 
always handy for Amiga gaming - 
followed quickly by several boxes of 
Walkers Crisps. You would not 
believe what they nearly offered for 
a Theatre of Death compo (on sec- 
ond thoughts you probably would) 
and when Microcosm came along we 
feared the worse. So who fancies 
winning a biology set then, eh? 
Nope, this time it's a little special, 
because, let's face it. Microcosm 
is a little special too. The first 
game to fully utilise the CD32's 



astounding capabilities, it marks a 
step forward in computer entertain- 
ment. Never again shall we be forced 
to play tacky platform games. Never 
again will we be bored rigid by a 
cruddy little strategy game. If any 
game doesn't come complete with 
video footage a-plenty then there'll 
be hell to pay, I can tell you. 

But back to the story. Psygnosis 
were all for giving away a stupen- 
dous prize, the like of which has 
never been offered to the gaming 
public before, but with one condi- 
tion, as you're about to be made 
aware. 

"The prize we're offering you will 
be so fab, so groovy, so brain-numb- 
ingly incredulous that we'd endanger 
your health if we even whispered it 
to you," an enthusiastic Psygnosis 
spokes-'person' blurted. 

"Yeah." we grunted sarcastically, 
trying to sound all hard, like. 

"Yeah - a C-D-3-2 with a Micro- 
cosm Gold Disk to play on it..." this 
'person' retorted. 

Well, what could we do besides 
remove our jaws from the floor? 

"...but," the 'person' continued, 

"there's one condition. We're fed 
with all the pathetic jibes you tend to 



pad your competitions out with. We 
demand quality. If we're going to 
give you this prize then we want to 
write all the accompanying text." 

We were gobsmacked. I can tell 
you. A software company in control 
of a page of The One? Never. But 
faced with either giving away a CD32 
or a carton of milk or something 
there really was no option. We swal- 
lowed our pride and agreed. 

But what Psygnosis failed to 
realise was that there'd be no room 
at the bottom of page. Ha ha ha ha. 
Sorry Psygnosis - next time, perhaps. 

DOWN TO BUSINESS 

Because the prize is so vastly expen- 
sive, there isn't anything for the run- 
ner sup so only the first correct entry 
to be pulled from the hat after Jan- 
uary 28th gets a prize. Answer the 
four crafty questions tthe back of o 
the right, stick your guesses on a 
postcard or stuck-down envelope 
and send it to; Tedious Multiple 
Choice Compo, THE ONE, Priory 
Court, 30-32 Farringdon Lane. Lon- 
don EC1R 3AU. Dont let the difficul- 
ty of the questions put you off - this 
truly is a prize well worth winning. 



THE QUESTIONS 

1 CD-based software often con- 
tains some FMV, but what does 
FMV stand fori 

(a) Fine Mauve Vehicles 

(b) Find My Vase 

(c) Full Motion Video 

2 As mentioned above, Psygno- 
sis gave away a year's supply of 
Tomato sauce earlier on in the 
year, but what game was tied-in 
with the competition! 

(a) Bill's Tomato Game 

(b) Bob's Bad Day 

(c) Shadow of the Tomato 3 

3 Where are Psygnosis based! 

(a) Bournemouth 

(b) Liverpool 

(c) Dundee 

4 How many Lemmings games 
have there been! 

(a) One 

(b) Two 
(c> Three 



A STATE OF E M E R G E N C 



Puggsy's no work of art, 
but when it comet (o brains 
he's way ahead of his time. 

But this time he needs 
help. Stranded on an alien 
planet after his spaceship 
has been stolen. Puggsy has 
to travel through seventeen 
different levels, each packed 
with cunning punles, frantic 
games and hoardes of 
unfriendly aliens. 

Using a unique system of 
Total Object Interaction (TOI) 
you have to guide him on 
his quest to find his ship, 
and gel home. 

With stunning graphics, 
amazing music and a 
complete Junior section for 
younger players — Puggsy is 
one orange blob who 
desperately needs your help. 

P.S. Due to the fact that 
he just isn't smart enough, 
Michelangelo will not be 
appearing in the game. 

If Puggsy's just too smart 
for you, call the helpline. 
92% Sega Magazine 
90% Mega Drive Adv. Gaming 
90% Mega Tech 
91% Sega Mean Machines 

YOU DON'T HAVE 
TO BE A GENIUS 
BUT IT HELPS. 
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Cindy hadn't really wanted to go to the 
club that night, but as a top fashion 
model, so knew that she had to keep 
her public appearances high. She'd decided to 
leave, when in walked a god - dark and hand- 
some. Cindy couldn't believe it; a man so 
broad, a man so sexy, and, more importantly, 
a man alone. She knew that she had to have 
him, and mustering all of her catwalk skills, 
sauntered towards him, immediately catching 
his eye with her stunning figure. No words 
needed to be spoken as they drew together in 
a passionate embrace, and gasping for breath, 
slowly moved towards the back of the club. 
There, in an empty doorway, he unbuckled his 
belt and let his trousers fall - Cindy waited in 
anticipation. He pulled something so huge 
from his pants that Cindy fainted at the size 
of it. "It's alright" said Simon, adjusting his 
glasses, "It's only this months Work In 
Progress." And of course, it was. 




WORK IN 





tn true journalistic style. Simon Byron breaks Core s stunning sequel report 
into three parts, thus allowing tons of waffle, not to mention padding 
out the next few magazines. Nice one. 



Frontier seems to have opened the flood gates as far as space 
trading/exploration games are concerned, and being fairly predictable, 
Matt Broughton volunteered to check out Grandslam's latest project. 





Bullfrog have been fairly quiet for the last few months, but they're back 
with a rather interesting little sim-esque offering. Sim Simon Byron gets 
straight into the thick of it and reports live from the park itself 



Matt Broughton may be lacking in character, but this charming puxrly- 
platformer type from Mlndscape certainly isn't. Travel with Matt and the 
rebel Tinies to the planet Sklumph, and yes, he has been drinking. 



>FUS 
ESIA 



In this month's episode. Matt Broughton - the man of a million nostril 
hairs - triumphs over the forces of evil, as he uses his powers of nasal 
deduction to thwart the evil Mini WIPs. Ha ha ha! 
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WORK IN PROGRESS 




Roll up v roll up! Welcome to the first of an exclusive three-part Work In Progress of Core's 
super-sequel, hosted by Simon Byron. Hurry along now, the show's about to begin. 




There are some little villages on 
the outskirts of larger towns 
where it's obvious the original 
street-designers got a bit bored or 
short of ideas in terms of road 
names. I did not realise this until I 
was sat in a car on the way to 
Heimdall game co-designer Jerr 
O'Carroll's house, being chauf- 
feured by a representative from 
Core Design. After getting lost in 
Sheffield and ringing up Jerr sever- 
al times, we finally made it to 
Grenoside, just outside Ecclesfield. 
where we turned off a main road 
into School Lane (would you 
believe if s got a school in it?), then 
left into Church Lane (because 
there's a church in it, perhaps?), left 
again into Slight Uphill Climb Road 
and finally into Er, Road Road 
where Jerr resides. 

It's in this attractive-looking 
dwelling that the foundations are 
currently being layed for Heimdall 
2, the follow-up to last year's 
ground-breaking RPG. Or was it an 
arcade adventure? Whatever. 

Before I'm treated to a sneak 
preview of the game there's the 
slight problem of negotiating Jerr*s 
rather enthusiastic dogs. Don't get 
me wrong. I don't mind dogs but 
it's really worrying when you meet 
new ones who are intent on thor- 
oughly sniffing your trouser depart- 
ment. Imagine the embarrassment 
of being rushed to casualty with an 
Elastoplast attached to your wotsits 
if they decided to take a nip. Per- 
haps we should do it back to them 
so that they know how nerve- 
wrecking it feels. Anyway, onto the 
business in hand... 

I don't know about you, but I 
was a huge fan of the original 
Heimdall. In fact I loved it. But 
when you talk to Ged Keaveney and 
Jerr, the programmer and graphic 
artist respectively, they make you 
feel stupid for doing so. Liking 
Heimdall, that is, not talking to 
them. In fact, according to Ged the 
reason they're doing Heimdall 2 is 
because they want to do Heim- 
dall 1 properly. "At the time we 
were really happy but when 



you sit back and take a good look at 
it then you can see areas which could 
have been improved." he adds. 

"Before we started work on Heim- 
dall 2 we took a long, hard look at 
the first one," Ged continues, "so 
that we could improve upon every- 
thing in the original. We noticed sev- 
eral important things: there were 
vast amounts of space with not a lot 
going on. all the baddies were static 
and you couldn't interact with them 
or any other in-game characters. 
These have all been rectified now. 

"We've redesigned virtually every- 
thing in the game so that you don't 
have to keep switching screens to 
select something from another 
menu. There's the standard spell- 
casting system, like in most RPGs, 
where you can mix up potions, but 



(Above) Even though the game's world is smaller in sin than the first gam* 
there will be many more tasks to perform and puzzles to solve. Jerr finds it 
hard to pinpoint the amount of time it will take to play through the game. 
"It'll take you ages," is all he can muster. 



Visually, the original Heimdall was dull. 
Looking back on it now we can see that there 
was a lot of room for improvement, pj _ 



(Right) Ged explains the purpose of 
the Hall of Worlds: The doors lead- 
ing off the Hall of Worlds are entries 
to different sub-worlds. You've got 
one whole quest which is vaguely 
outlined in the manual but as the 
game progresses you'll get a better 
idea of what you need to do. 
It's ceratinly not a rescue your girl- 
friend kind of game." 






Ged is more than pleased with the 
line of sight feature of the game. "In 
this room you can hide behind the 
door or run around the guard when 
his back's turned and he won't know 
you're there. When he does see you. 
though, he'll immediately attack" 
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A Work In Progress wouldn't be complete without a few sprite screens 
and here we see Heimdall in many of his different poses. "He can jump off 
things now." states Jerr. " which he obviously couldn't do in the first 
game, because the game was completely flat." He's right there, you know. 
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PROJECT: Heimdall 2 
PUBLISHER: Core Design 



DEVELOPER: The 8th Day: Ged Keaveney (programming); 

| err O'Carroll (graphics); 

Dave Keogh (additional game design); 

Martin Iveson (music) 

INITIATED: April 1993 

RELEASE: Easter 1994 



the difference here is that you do this 
while the game is still going on. Once 
you've mixed up a hex you can store 
it for use later on in the game. 

The inventory now works in much 
the same way. You can store things 
or hand them over to other charac- 
ters with very little fuss. We've also 
included quantities. In the original, if 
you had two or more food rations 
then they'd occupy two separate 
'slots' in your inventory. Now you 
can have loads of rations stored in 
■1 the same 'slot', meaning you can 
rry much more. We've tried to 
ke it much more 
[User-friendly. 

"As you can see, 
we've really picked 
the first game apart, 
but it's good to 
learn from your 
mistakes." 




NOT CRAP AT ALL 

Don't believe a word of what Ged and Jerr My - the 
original Heimdall is a fine game and no mistake. 
These shots are taken from the original game and 
highlight a few of the graphical changes between H 
and its sequel. Note the flat terrain and combat 
screen - you'll not be seeing those again. 

Although the combat system was visually impres- 
sive and innovative at the time, it was a bit of a git 
to use. Instead of just clicking on your attacker you 
had to click on the boa containing the weapon you 
wanted to use and then on the 'Attack' box. Okay, so 
it wasn't hard to do but it was clumsy in practise 



and the all-new system is much more effective and 
rewarding. A definite improvement. 

Note also the axe throwing sub-game. This and two 
other such reaction testers were where you got to 
prove your worth to your potential travelling com- 
panions. The better you performed in all all three 
areas (axe throwing, pig catching and treasure nick- 
ing) then the more volunteers you'd get coming for- 
ward to Join your crew. 

Heimdall was a resounding success - it sold by the 
bucketload and continues to sell even these days. 
Don't let Ged and Jerr put you off rushing out and 
buying ft now if you don't own it already. You'll be 
glad you did. 
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Well I don't care - the first game is 
still brilliant in my eyes. But this one 
sounds even better, please tell us 
more, Ged. 

"Heimdall's up against Loki once 
again, but this time he's only aided 
by Ursha who's a Valkyrie. You've 
got one whole quest which is rough- 
ly outlined in the manual but as the 
game progresses you'll get a better 
idea of what you need to do. It's cer- 
tainly not a rescue your girlfriend 
kind of game." 

Graphically, the game is very 
much in the same style as the first. 
Smoothly-animated sprites walk 
across the screen, giving an extreme- 
ly lifelike and cartoon-y appearance. 
However, there is one blatantly obvi- 
ous difference - now there are steps 
which take Heimdall up to different 
platforms. 

"The level maps in Heimdall had 
no raised walkways and were main- 
ly square shaped. Visually, the game 
was dull. Looking back on it now we 
can see that there was a lot of room 
for improvement," admits Ged. 
Other differences are not so easy 
to spot. Object manipulation is 
handled a lot differently, as Jerr 
explains. 

"If you dropped an item in 
the original game then you'd 
lose it - it was pretty limiting, 
really. Now, if you try and dis- 
pose of an object which is nec- 
essary to finish the game then 
S it will reappear somewhere else 
in the game world. For example, if 
you attempt to chuck a scroll off the 
side of a cliff then the computer will 
allocate it to another character, as if 
he's collected it from the bottom of 
the cliff. If you want that item back 
then you'll have to slay the charac- 
ter who picked it up. You'll never 
find yourself completely stuck 
through utter carelessness - you'll 
just make the game slightly harder. 

"Heimdall 2's game world is a 
finely-balanced thing. Baddies will 
never reappear once you've killed 
them (although you will come across 
generators in some case which pro- 
duce more meanies, so the game 
never feels too empty), and there's 
a finite number of objects - if you 
drop some treasure and a thief 
comes nicks it while your back's 
turned then when you kill that 
particular character you'll be 
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able to reclaim your treasure. It's far 
more realistic, really." 

Another thing the team point out 
is that all the important objects with- 
in the original game were placed 
against the back wall of its location. 

1 wouldn't have noticed it; you 
wouldn't have noticed it - but you 
won't find that kind of thing in 
Heimdall 2. 

"We've got a proper 'walk behind' 
system now," offers Jerr, "The way 
the first game worked made it look 
a bit empty, now Heimdall can move 
behind almost any object. This 
means that we can create more var- 
ied and interesting rooms for him to 
explore, without being hindered by 
as many restrictions." 

Just as Jerr and I are discussing the 
original's attribute sub-games, Jerr 
decides to interject. "Spot the refer- 
ence," Ged asks as the on-screen 
Heimdall strides into what looks like 
a fairly uninteresting pub location. 
On closer inspection you can see 
drunken men attempting to cut 
ponytails from a young maiden's 
head using only a throwing axe - just 
like the original's sub-game. 

"And she's going to die this time," 
adds Jerr, "she's going to get an axe 
straight in the head." 

Early previews of Heimdall did 
indeed have the girl taking a weighty 
axe full in the face and to say the 
results were graphically displayed 
would be an understatement. In fact, 
this bit was initially so gory and sick 
Core decided it would be in every- 
one's interests if this offending part 
was removed. 

But what about this game? Now 
that everyone's moral standards 
appear to be dropping, will Heimdall 

2 contain any such downright dis- 
gusting animations or effects? 

"We'd like to make it as sick as 
possible, within reasons, of course," 
laughs Ged. "If it's something like 
hacking someone's head off then 
there are ways of making it fairly 
acceptable, especially if it's done 
humorously. We'll just write the 
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"What everybody seems to do with 
shops is just stick them on a single 
screen," reckons Jerr, "but we've 
done it a bit differently. Whenever 
Heimdall enters an emporium he'll 
be able to select whatever he wants 
to buy just by striding up to one of 
three positions on the counter. 
The shopkeeper will then hand 
over an object to Heimdall." 



A few of the background tiles with a 
running commentary from Jerr: "The 
layout of the first game was pretty 
random - some rooms didn't really 
relate to those adjoining it. You can 
now fully map this game without 
any problems." 



(Below) "She's just like that bird out 
off Hammer," offers Jerr when 
Heimdall's female companion 
appears on-screen. This roughly 
translates into: "like all women, 
she's equal in every way to men 
although some of her attributes are 
different to Heimdall's. She's not 
much of a spell-caster but she can 
sure handle herself in a fight." 
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game how we want to and if it 
proves to be too much for some peo- 
ple then we'll take it out. It's not a 
problem." 

As we're talking about hacking 
people's heads off this might be a 
good time to mention Heimdall 2's 
combat system. And yes, it's com- 
pletely different to the first game, 
which, if you remember, took place 
on a separate screen in an RPG-ish 
kind of way. 

"The reason we did combat like 
that in the first game is because we 
thought that was what everyone 
wanted, but now we realise that by 
doing it this way everyone will find 
it easier and a lot more enjoyable to 
play. It took up far too much graph- 
ics space and by freeing that up 
we've been able to incorporate so 
much more in terms of variety and 
gameplay." 

All the skirmishes and scuffles in 
the game take place on the isomet- 
ric screen. "It's all in-game combat 
now," states Ged. "The baddies have 
different levels of intelligence; some 
will attack you with their clubs or 
arrows, some may even run away. 
You'll even get a few adversaries try- 
ing to talk to you. 

"This game is very different - we 
didn't just want to rehash the graph- 
ics and call it a sequel. That would be 
a real cop-out. In fact, nothing in 
Heimdall 2 has been re-used from 




(Left) There are loads of characters 
to meet during your quest and con- 
versations will be initiated as soon 
as you walk up to them. Most of 
these brief chats will present you 
with additional information about 
your overall quest and various sub- 
plots the game contains. At the 
moment the team feel there won't 
be any need for Heimdall to respond 
to anything said, although that will 
be included if needs be. 



(Above) Even though Heimdall 2 is packed full of features there are still 
additional bits the team have had to leave out, for one reason or another. 
"If we do a third Heimdall then hopefully it will incorporate some of 
those - we'll just keep adding and adding until we get to Heimdall 18 or 
something," jokes Ged. 



the first game. We're writing this 
because we enjoy it - if we felt we 
were short-changing anyone then we 
wouldn't do it." 

Heimdall 2 is being written pri- 
marily for the 1 Mb A500 (although 
there will be a 256-colour A1 200 ver- 
sion following shortly). "If we were 
writing for a higher spec machine 
we'd put a lot more baddies in. We 
can't for the A500 because things 
start slowing down drastically," reck- 
ons Ged. 

However, there will be plenty of 
additional background effects to 
bring each screen to life like foot- 
prints appearing in the snow as 
Heimdall treks across it. 

"We believe we're using the A500 
to its full. There are plenty of visual 
effects like half-brite and so on, 
which makes it look much more 
impressive." 

On paper, Heimdall 2 sounds a lot 
like Core's other forthcoming 
release, Darkmere. "Yes, I suppose it 



does." admits Jerr, "but in reality the 
two games are completely different. 
Darkmere is a very sombre-looking 
adventure whereas ours is very 
bright and cartoon y At the end of 
the day I don't think anyone will be 
put off buying Darkmere because of 
Heimdall 2. and vice-versa." 

Although Heimdall 2 veers 
towards the graphic adventure side 
of things, the team are confident 
that even RPG die-hards will enjoy it 
whatever their preferences. 

"We think that the new elements 
we've added to the gameplay will 
more than make up for the loss of 
RPG style combat. Even RPG purists 
will love Heimdall 2." boasts Ged. 

It's time now to leave the first part 
of the Work In Progress. Over the 
next couple of months we should see 
more and more gameplay elements 
added and tweaked until, come 
February, the game will be almost 
complete. Make sure you tune in 
next month! 



NEXT MONTH 



No, not another bit of advertising for the January Issue of The One 
(did anybody mention 'complete game'?), instead a quick rundown 
of what you can expect in part two of this three-part Work In Progress. 
Next month we'll leave the subject of the original Heimdall and dive 
headfirst into the technical nitty-gritty of Heimdall 2, share the team's 
ups and downs, as well as finding out how the music side of things is 



TURRICAN 3 WILL TAKE YOU ON A JOURNEY THROUGH THE 
MOST DEMANDING LEVELS OF ADRENALIN-CHARGED 
I ACTION EVER SEEN ON THE AMIGA. 
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WE'LL MEET AGAIN 



Thanks to Frontier, Matt has managed to 
annoy Simon all month by constantly talk- 
ing to his mates about buying beam lasers 
and docking manually, and it looks as If 
Grandslam's latest may only fuel the fire. 
More exploration and intrigue ahoyl 



If s a sad but true fact that peo- 
ple only react to horrendous sit- 
uations once the damage has 
been done and it's all too late. If 
you're looking for a perfect exam- 
ple of shutting the stable door once 
the horse has bolted then take a 
look at the sad history of a little 
blue-green planet called Earth in 
the Sol system. 

2048: The Earth's biosphere has 
now been so badly damaged by 
pollution that vast areas of the 
planet's surface are subjected to 
high levels of radiation. The United 



Nations members agree to devote 
all resources into saving the planet. 

2109-2502: Helped by the release 
of an artificially produced "ozone 
replacement", the holes in the 
ozone layer begin to get smaller and 
the Earth enjoys a period of pros- 
perity and peace. All weapons are 
abolished, and any nations showing 
aggressive tendencies are dealt with 
swiftly by U.N Military forces. Even- 
tually the Earth is a conflict-free 
zone and scientific progress accel- 
erates in this enlightened atmo- 
sphere of unity. 
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The galaxy li a fairly big place to say the least. There are 10 races to 
encounter across 8 solar systems and you can explore 140 planets or 
moons, some of which can be colonised. You can't just land any old 
place though, as you could find yourself being crushed by horrendous 
gravity, or worse still, landing on a volcanic world (inset). Some seri- 
ous surveying is called for, methinks. 



2563: Over 50 years of dedicated 
research comes to fruition when the 
U.N Nuclear labs successfully com- 
bine elements of 
Einstein's Unified 
Field theory with 
anti-matter 
physics, creating 
a new form of 
propulsion. By 
warping the very 
fabric of space, 
points can be 
brought together 
making fast trav- 
el between solar 
systems a .possi- 
bility - 70 years of 
space exploration 
and colonisation 
research begin as 
colonisation on 
other worlds 
becomes a real 
possibility. 

2616: A strange uprising begins 
on Earth; people become hostile and 
overthrow the establishment as a 
bloody conflict ensues in which the 
growing number of rebels are victo- 
rious. The last order of the 
old regime Is the emergen- 
cy departure of the Explor- 
er 2, a colony ship carrying 
1 500 people. 

2621: The ill-equipped 
Explorer 2 reaches a new 
solar system, but the stress of stop- 
ping the ship causes the generator 
to explode, forcing the crew to 
escape using the safety pods - only a 
small proportion of them make it to 
New Earth.... 

Many, many (and I mean quite a 
lot of) years have now passed, and 
the New Earth colony is well estab- 
lished and close to where Old Earth 



I ik There's no 
point in starting a 
project if you only 
think that it will 
be second best, 
and we are confi- 
dent that Reunion 
will be THE 
bertJJ 

Gabor Feher, 
Reunion's project 
manager 



technology levels were at the time of 
the uprising. As a leader of the pop- 
ulous, you have decided that it's time 
to return to space and 
reconquer Earth - it's 
time for a... REUNION. 
(©1993 The Matt 
Broughton book of 
long and tenuous 
links. Penguin books, 
priced £17.99) 
So, with the plot 
behind us, we turn 
our eyes to the sky 
and wonder just how 
the bloody hell we're 
going to get to Old 
Earth. No problem! 
You have some of the 
finest minds, pilots, 
resources and work- 
ers just waiting to be 
called upon. First 
things first, you had 
better get someone to invent space 
travel or you aint going anywhere, 
my son... 
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Once you have the credits, the man- 
power, and the raw materials, you 
can start to build your fleet of ships. 
There are a wide variety of ships to 
choose from, and these can be var- 
ied further by use of different 
weapons. As you can see from some 
of the other ships dotted around 
the page, their graphical representa- 
tion goes a long way to creating 
Reunion's atmosphere. 




FOOTBALL 

TACTICIAN 2 



There's not much point in building ships if you've got no one to fly them, so 
its off down to the job centre for me. Now then, which one of these hardy 
rough-nuts should I pick? You need to employ people with different skills at 
some point or other in the game, and this is how you make your choice. 
Pick a face and see what their qualifications look like, not forgetting to 
:heck their fee. of course. 
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These are just two examples of the 'video clips' you'll come across during 
•he game. Here, short, stylish animations break up the static when certain 
situations arise. I realise that you still can't see what it looks like when it 
moves, but believe me. it's very tasty. Here you can (or can't) see a pilot 
about to crash and a fighter being launched from its hanger.Pretty good, 
ant it? 



Reunion is a strategy/space epic 
That resembles a number of games, 
from Civilisation to Dune 2 to Fron- 
tier. By developing technologies, sci- 
ence and personal skills, you must 
gradually stretch your reach across 
'.he surrounding star systems in an 
effort to reach Old Earth. And what 
are the chances of you reaching 
Earth without bumping into about a 
-nillion problems, not to mention 
alien life forms? None mate. That's 
what. 

As with a huge number of games 
•hat we've looked at just recently, 
ton need to develop your populous 
n both technological and military 



might, and though new inventions 
may appear to only affect civilian 
life, more often than not their mili- 
tary use will become apparent at a 
later point. 

Weighing in at an impressive 8 
Megabytes on hard disk, or 4 floppies 
(let's not forget that the game engine 
for Frontier only took up 1 disk). 
Reunion has certainly pushed data 
crunching to the limits if nothing else. 
Gabor Feher, Reunion's project man- 
ager: "The hardest thing program- 
ming Reunion was solving incompat- 
ibility problems. This has been a 
problem on the PC for years but it's 
now becoming a problem on the 




New 93/94 version sets even higher 
standards and breaks more records. 

Firmly established as the detinitive football strategy game. 
FOOTBALL TACTICIAN 2 is now available in three superb versions: 
FT2 ENGLAND the original and the first ever management game where 
tactics and real-time match intervention are the main requirements for a 
successful campaign. FT2 SCOTLAND the first ever simulation covering 
the soccer scene north of the border featuring the Premier and First 
divisions. FT2 ITALIA with the fabulous serie A and serie B tor the thrills, 
the passion and the glory of the world's most exciting league! 
Three great games with the latest 93/94 stats. One soon realises that 
FT2 is no ordinary soccer manager THIS is the REAL THING. You're in 
charge. Events on the.field are the direct result of your inputs. Even when 
trailing badly, a match can still be retrieved if you make shrewd tactical 
interventions. There are risks involved, uncertainty and even luck. But in 
the end, it's all down to you! Can you rise to the challenge? Try FOOTBALL 
TACTICIAN 2 for the ultimate football experience! 

What makes Football Tactician 2 so special? 

' Biggest ever multi-user system, up to 46 users' twho said four was the Hmt?) Now 
with new rating system reflecting managers' ability and achievements 

" First evor fully interactive management game: intervene at any time during a match 
to chango tactics, make substitutions, adjust formation or mark players. 

* Most accurate player definition 30 parameters including real ages, aptitudes. skills, 
caps, playing positions fitness, morale and market valuation. 

* Largest results database 21290 match results and league positions going back 20 
seasons aH instantly retrievable AH of which may be printed out 

' Professional recording 36 matches always recorded in FULL lor luH-scalo replay 
" First ever referee involvement, true to Ufa behaviour. Beware of adopting 'rough 

tactics' when Jim Parkor Is In charge' The message is clear know your rets. 
' Fastest ever setting-up time initial start-up in less than two seconds, thanks to 

900K of super-fast machine code. Smoothness ot action is FT2's hallmark. 

* Most accurate editor, built-in intuitive editor capable of entering new players and 
fine-tuning all parameters. Essential for the serious user. 

' 16 different tactics from rough play to offside-trap adjustable throughout the match 
You manage your side before AND during the match. 

* Three levels ol match reporting, from highlights only to baH-bybaB commentary 

What are the new features? 

' FA Premier League and Division One permanently in memory with fuH interaction. 

promotions, transfers, European pool, play-offs, local and European Cups 
" Man ol the Match Player of the Year Manager ol the Year Translor deadline Pitch 

invasions Fights between players 
' Easy selection of penalty takers, free-kick takers, wingers, captains. baH winners. 

play-makers, overlapping fuH backs, reserves, substitutes. . 

* Unique database-type search facility to locate any player m the league 
' Full-scale printing faculties- highly suitable tor Play-by-Mail 

' InteHigont behaviour of computer aides capable ot changing tactics to respond to 
situation on the field or making substitutions based on fitness and fatigue 
Plus mid-week transfer and fitness news 

* Friendbes. top scorers charts, precise transfer markets, club history, financial 
position and much much more' 

Why is FT2 not in the shops? 

The very essence ot a football strategy game is its accuracy. With transfers 
happening every day. rules being changed and players being injured, shop 
games are out-of-date the moment they come out. Some publishers issue 
yearly revisions That may be fine but not tine enough (or us The FT2 you 
buy is 100% up-to-date, we revise the program and data weekly. There are 
no compromises. Who wants to play a game that says that Rorentina are in 
serie A. or Forest in the Premier League? Who wants to play a game that 
features Eric Cantona at Leeds or Ruud Gullit still at Milan? No Known 
football game is more up-to-date than FT2 and that's a fact! 




Please rush I copy of 
FOOTBALL TACTICIAN 2 
FT2 (Scotland) 
FT2 Italia {serie A and serie Bl 

FT2 Double Pock (tick any Iwo) 



My machine Is an 
AMIGA A500 (one meg) □ 
AI200 □ 

Name 



Address 



C22.93 □ 
C22.93 O 
C22.93 □ 

£29.93 □ 



A600D 
ATARI SI/STE □ 



I enclose cheque tor v My Viso number is 

Visa or Access orders same-day dispatch. Overseas please odd £1 p&p 



TALKING BIRDS 0702 523607 

5 Minster Close Rayfeigh Essex SS6 8SF 




WORK I 



PROGRESS 



< 
< 



LU 
UJ 




J 

7 fr 



J SB to fill t 



Blimey! Look at the colours iruthis! Yes, just another superb excuse to fill the page with 
from Reunion. No doubt bv now you've got the message that all of the graphics in t 



from Reunion. No doubt by now you've got the message thai 
painstakingly deliberated over, but don't think that s going t 



o stop me from going on 



Amiga. A1200 code has to be 
changed a lot to fit on a 500/600 
and vice versa. The other big prob- 
lem is the lack of hard disk as stan- 
dard. When you have to display 
hundreds of kilobytes of anima- 
tions you can't afford a long wait 
for data to load. This is why we 
have a very efficient cruncher pro- 
gram, but even this way we won't 
be able to fit all the animations into 
the A500 version. The other prob- 
lem is the slower processor speed 
of the Amiga compared to high-end 
PCs. You have to work in assembler, 
which slows down the project, but 
assembler is faster than any other 
language. 

"The A1200 version will use the 
machine to its full capacity. It'll 
have superb animation sequences, 
lots of speech and use 256 colour 
graphics. This version will only run 
from hard disk, but should be bet- 
ter than the PC. A CD32 version is 
planned for later next year." 

When I first asked Steve Sargent 
from Grandslam about the game he 
told me that it could only be 
described by taking the best bits 
from other games and mixing them 
together. What did Gabor original- 
ly set out to do with Reunion? 



"We tried to create a game that 
is a bit different to other games on 
the market. With the excellent 
graphics and animations we've 
tried to make a good atmosphere 
for games players. 

"All we can say is that those 
who like these types of games 
[space exploration/strategy] will 
like Reunion as well. There's no 
point in starting a project if you 
only think that it will be second 
best, and we are confident that 
Reunion will be THE best" 

Grandslam's Steve Sargent 
explains how the combat sys- 
tem works: "You spend your 
time building up your army 
groups with anything up to 
about five or six different fight- 
er craft equipped with different 
kinds of weapons, and then send 
them into any trouble spots. What 
you get on-screen is a radar on one 
side showing your ships' positions, 
with the other half showing a 
video sequence with clips of, for 
instance, a ship being destroyed or 
taking a hit or whatever is going 
on at that particular time. The bat- 
tle unfolds, and though you don't 
actually control the ship in 3D, it 
happens in front of your eyes as a 





(Above) Faces, faces everywhere, 
none of them the same. 

strategic battle based on the 

So why opt for the 'wai 
rather than join in' system? Gat 
"We feel that one of the 
important parts of a game is ti 
control system. This should alw; 
be as easy to use as possibl 
which is why we have opted for 
intuitive icon interface. We hat 
also enabled a few functions to 
accessed from the main screen 
that the player may feel more 
part of the game environment, 
control of the ships can be dor 
with icons or clicking on the ct 
trol panel. You can see how tt 
ship performs but it will be no si 
prise to you as you will ha 
organised its configuration ar 
checked its statistical chance 
before hand." 

Another of the game's surprii 
is the number of alien charactt 
that you will encounter. There's 
specific amount available bi 
we're assured if there was then 
would be huge. Was it a probh 
keeping the aliens different ar 
interesting, and what about 
artificial intelligence? "They 
actually easy to make up but 
ficult to program. It took a 
long time - some aliens have 
ferent weapons, and sometir 
you will battle against seemin< 
impossible odds until a benevolt 
race step in. The way you develi 
equipment is also controlled by 
artificial intelligence system." 

So what's left to do? "The 
version is near completion and 
Amiga version is close behind, 
still have to touch up some of 
alien Intelligence, tidy the mi 
screen, finish the shading for tht 
planet rotation around the sun and 
of course, polish off the intro." 

I'll be honest with you now - 
Reunion looks superb, even in in 
early stages, and I can't wait to get 
my hands on the finished version' 



(Above) What futuristic game 
would be complete without an 
incredibly sexy-yet-hard looking 
'Judge Anderson' type? Well. 
Reunion is no exception, with some 
more of Tamas' sketches getting 
the player not only wet with antici- 
pation, but desparate to meet 
someone like this in real life. If 
there are any readers that look like 
this, please feel free to send in your 
addresses and a photo. 




What? Another caption? Oh, er. my 

word. hav« you soon the price of 

bacon these days? . 




Here you tan see how meticulously drawn sketches were used to pro- 
duce the glorious colour pictures on the Amiga. Gabor Feher: "ReuniO' 
Is one of the few games that is 99% hand drawn. The graphics are 
sketched on paper, then Tamas draws them in using DPalnt." 




Winter Olympics is the most heart-pounding, 
knee-trembling sports sim. you've ever had the 

courage to face. 

You're up against the world's greatest winter sportsmen 
in a race of mammoth speeds. Competing in ten spectacular 
snow-capped events, you'll need every last ounce of strength, 
skill and staying power to beat the rest and tame the piste. 



O 



W i n t 




This Winter's hottest game. 



O IOOC 1991 O 1991 U.S Gold All rights reserved. U.S. Gold Lid. Untts 2/3 IT 
Hotford Way. Holford. Birmingham, M 7 AX. England Tel: 02 1 US 33 « 

U.S. GoW rt ■ registered trademark of U.S. Gold Ltd. f* 




*«| Screen shots are only Intended to be illustrative of the gameplay and 
1 not the luiin graphiu which may vary btfwvin lomtb in quality 
and appearance and are subject to the computer*! speciheatfom. 
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In-house: Peter MolyneuK project manager); Paul McLaughlin, Finn 
(artists); James Robertson, Mark Lamport (programming); Russell Shaw (mu 
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There's a new game on its way. It's from 
Bullfrog. Simon Byron takes a look. And 
uses short sentences. 



E: 



= t_p -> B - (t_s -> c/4) + (K1 
(t-s -> H + t_s -> T)) + (K2 (t- 
p -> H + t - p -> T)) 
It may be true that we're guilty of 
starting off everything we write with 
any old crap, but the above line of 
garbled letters and symbols is actu- 
ally a mathematical equation from 
Theme Park. Bullfrog's next release, 
designed to work out whether or 
not a little person will wander into 
any newly-created amusement cen- 
tre. Even though on the surface the 
game looks pretty simplistic, your 
computer will be working out equa- 
tions like this virtually non-stop. 
Frightening, isn't it? 

We seemed to have jumped the 
gun here, so let's explain what the 
game is about. Theme Park, as it is 
aptly named, places you in control 
of a rapidly developing entertain- 
ment complex. By constantly adding 



to your attractions, it's your job to 
create the biggest and best tourist 
attraction this side of Alton Towers. 
It's basically Sim City with roller 
coasters and merry-go-rounds, but 
with one important difference. It's 
fun to play. 

Theme Park is the brainchild of 
Bullfrog's Peter Moiyneux, and has 
taken almost ten years to develop. 
Sort of. 

"In 1983. all you had to do was 
write a game where Space Invaders 
attacked Mars and you'd sell a bil- 
lion trillion copies" and be perceived 
as the greatest programmer ever." 
laughs Peter. "So I. in my infinite 
wisdom and blind stupidity, I decid- 
ed to write a business simulator 
called Entrepreneur. Even though no 
1 2 year-old wants to play a business 
simulator (they're too interested in 
arcade games), I still decided that it 
would be a really good game. 




Theme Park will feature hundrei of sampled sound effects - many 
taken from the real rides themselves! 



"I finished the game, play-tested 
it and was convinced that the game 
would sell millions, even though the 
game was text-only. I took an advert 
out in a national computing maga- 
zine and was so convinced that I was 
going to have so 
many orders that I 
notified my local Post 
Office sorting depot 
and warned them of 
the impending 
avalanche of mail. At 
the time my office 
was in the corner of a 
warehouse and the 
day before the maga- 
zine with the advert 
in it was due to hit 
the streets I noticed 
that my letter box 
wouldn't be big enough to cope 
with all the envelopes. So after cut- 
ting a larger hole in the door. I 
believed I was fully prepared. 

"The day the orders were sup- 
posed to come flooding through the 
door, I arrived at my office at 7.30 
and waited for the sounds of (he 
approaching postman. Finally, foot- 
steps could be heard - which was 
odd. because I was expecting some- 
thing like a dump truck - and two 
envelopes popped through my huge 
letter box. Those two envelopes con- 
tained the only orders I ever got for 
the game. And I suspect that one of 



... I love 
theme parks 
and it was a 
great excuse to 
do some really 

good 
research. 

Peter Molyn«ux 
Bullfrog 



those orders was from my mum. 

"To this day, there's a hundred 
pound prize for the first person to 
complete the game and at that time 
a hundred pounds was a lot of 
money. I lived in fear for a good few 
years after in case some- 
one tried to claim their 
reward. 

"Despite its lack of 
sales, it was a really 
good game and fun to 
play and I've always 
been looking for ways 
to make it appeal to 
more people. Then one 
day the perfect idea hit 
me - I'd create a game 
whore you control your 
own theme park. So 
what we have in Theme 
Park is a game you can play on three 
completely different levels. You can 
just see what it would be like to 
build a theme park to your specifi- 
cations. You can play it as a simula- 
tor where you have to maintain the 
park and keep all the visitors happy. 
Or finally you can play it as the full- 
blown business game where not 
only do you have to design and 
build your own theme park, but also 
operate a healthy and successful 
business from it." 

But why not create a game about 
building up a successful bank or cor- 
ner shop? "Well. I love theme parks 





All the available options will ba 
displayed in the menu on the left. 



Many of the graphics were created 
by using meshes, just like here. 
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and it was a great excuse to do some 
really good research. It's also some- 
thing where you often go and think 
'If I'd had been given the chance to 
design this place I wouldn't have put 
this there, or that there, etc'.And it's 
also something that people can 
immediately associate themselves 
with. If I told you that this game 
enables you to design theme parks 
then you immediately know what 
I'm talking about" 



At the start of the game you're 
presented with a big field which has 
a number of randomly-generated 
features such as rocky areas and 
lakes. You can set up your theme 
park in one of forty countries. There 
are advantages and disadvantages 
for each country - for example, if you 
set up park in Iceland then the land 
will be cheap but you'll need to 
make the park very, very exciting for 
people to want to travel there. 



Design the parks is easy, due 
mainly to the care and attention the 
Bullfrog team have put into the 
interface. "We've designed the sys- 
tem to be as easy to use as possi- 
ble," says Peter. "If you've ever used 
a paint package then you'll have no 
problems with Theme Park's inter- 
face. One of the main differences 
between this and, say, Sim City is 
that you're given the chance to 
experiment with layouts because 



you don't pay for anything until it's 
been there for a month. So you can 
design for your heart's content and 
not have to pay for doing so." 

Your park will be limited only by 
your imagination. To demonstrate 
how you can create an almost infi- 
nite supply of brilliant theme parks, 
Peter sets up his own park 'Bullfrog 
World' and talks me through the 
theme park-building process as he 
goes about it. 





i iimn 





This is what you're aiming for - a crowded park filled with people and rides. 
Reach this stage and you may be up for a prize. 



(Above) Here are a few shots showing the variety of attractions you can 
build. And there are many more besides these! 



Get It Before It Gets 

You!! 



ALIEN BREED 2.... Now available 




TEL:0924 201846 
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Woo -scary! You wouldn't catch me 
in that Haunted House. 

Having layed down the founda- 
tions of the park (paths and a nice 
pond), Peter erects a couple of rides; 
a roller-coaster and a merry-go- 
round. A bus laden with eager visi- 
tors then pulls up and after each has 
paid their admission charge 
(adjustable, of course) they begin to 
roam Bullfrog World. 

"Obviously people come to a 
theme park to go on rides- You 
decide which rides you want to 
place but you need to take into con- 
sideration how they'll queue. If 
you're space conscious then you'll 
design a twisty-turny queuing sys- 
tem rather than a long, straight line 
which isn't exactly the most conser- 
vative use of space. 

"You can adjust how many peo- 
ple need to be on a ride before it 
starts. It's best to try and fill up each 
carriage so that you don't waste 
power by sending off a roller coast- 
er with just one person in it, but if 



you wait too long before starting up 
a ride then the people sat on it will 
become bored, reducing their over- 
all satisfaction with the park. 

'The roller coaster is the best ride 
of the lot You can make it as safe or 
as unsafe as you want by adjusting 
individual slopes, comers and loops. 
You just plot a start, mark out the 
route and as long as the track ends 
up where you started from then 
you're free to do what ever you 
want. You can even alter the size of 
the loops and corkscrews but you 
have to ensure that the carriages 
have enough momentum to make it 
round. 

"If you feel that some of your 
rides are a bit sedate then you can 
alter the 'excitement level', which 
basically speeds things up. The trou- 
ble with doing this, though, is that 
the faster a ride goes, the more like- 
ly it is to break down. 

"It's best to provide some food 
shops because you have to make 
sure that people have the opportu- 
nity to spend money." Peter advises 
as his eyes turn into large green 
pound signs and his ears emit a k- 
ching sound. "You can have all kinds 
of food emporiums - chip shops, ice 
cream shops, lemonade shops, ham- 
burger shops, those kind of things. 
In the business side of things you 
can vary the amount of money you 
make on the chips but a large part 
of the overall strategy is keeping the 
balance right - if you charge more. 
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AND THAT'S NOT ALL 

Along with many as-yet uncon- 
firmed titles, Bullfrog are currently 
developing two revolutionary 
games. Both look set to be as 
ground-breaking as all of Bullfrog's 
recent releases even though they're 
both still a long way off completion. 

Magic carpet is shaping up real- 
ly well. The 3D game engine looks 
stunning and the way the land- 
scape fades in from the distance is 
just amazing. Even though the full 
game-engine isn't fully imple- 
mented, the already game 
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There really are too many things going on here to chat about them all indi- 
vidually. So I'd better not. 



plays surprisingly well - there's a 
genuine sense of vertigo as you 
sweep past the mountains and val- 
leys. The screenshots shown here 
are from the PC version but Peter 
assures us that the CD32 version 



you'll make more, but your cus- 
tomers won't be very happy. You 
can also vary how much salt you put 
on your chips, the theory being that 
you can sell more drinks by making 
the chips saltier and, as a conse- 
quence, your visitors thirstier." This 
latter theory, by the way, is prac- 
tised in many pubs and night clubs 
in Bournemouth. And they turn the 
air conditioning off to make you 
hotter so that you'll buy more beer. 
Just thought you should know. 

Remember that equation back at 
the beginning of this Work In 
Progress? Well, there are loads more 
of these calculations running in the 
background, working all kinds of 
things like how people will react to 





will look identical. It's possible that 
there will be an A1 200 version, but 
an A500/600 version is almost def- 
initely a non-starter. 

Creation is the other game pen- 
cilled in for a CD32 release. Placing 
you in control of an underwater 
vehicle, you have to influence 
opposing fish colonies in an 
attempt to conquer the oceans. It's 
also another brilliant 3D game, 
although the major graphical dif- 
ference between this and Magic 
Carpet is obvious. A lot of care and 
attention has gone into creating an 
accurate 'ripple' effect which simu- 
lates the effect water has on light 
shining from the surface. 

Both games look set to be 
released towards the end of 1994 
and you can be assured that we'll 
be taking a closer look at these two 
as soon as we possibly can. 



certain situations, whether or n 
they'll want to go on rides and evef 
where they'll decide to eat the 
yummy hamburgers. 

"The little people prefer the pan] 
to be aesthetically pleasing so y 
can plant trees and create little pk 
nic areas," offers Peter. "But the 
you have the problem of litter - bin 
and little collectors need to b 
added to pick up all the empty wrap| 
pers and cans. Too much rubbish w 
obviously alter the look of the par 
As you continue to expand you 
tiny empire, the folk meanderin 
around will indicate their curren 
satisfaction with the place by sta 
ing out of the screen and pullin 
different expressions. If tbe# 
become too depressed (for want 
a word that isn't swearing), you c 
initiate the emergency entertairJ 
ment option which sets off a mas 
sive firework display. 

You can build your theme park fa 
just for fun or to compete in th< 
many competitions within the gamt 
There are prizes spread over a num 
ber of categories, including Highes 
Roller Coaster, Richest Theme Pari 
and Best Overall Park. There are forti 
other parks vying for the top spot h 
each of these competitions 
although you can't move the displa 
to see exactly how each is doing. 

"There will be a network optic* 
so you can play Theme Park over i 
modem against forty othe* 
friends," states Peter, "but yoi 
won't be able to check up on then 
other than by constantly looking a* 
the progress charts." 

"To get to number one will bi 
pretty hard," reckons Peter 
although he doesn't offer £100 fo 
the first person to do so. 

Even if Sim games haven' 
appealed to you before, the comb 
nation of an unusual and interesting 
scenario and well animated, cutsfc 
graphics should ensure that Them 
Park will keep you coming back fo 
more. One thing's for sure: Sir 
games have never been so much fui 
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PROJECT: Fury of «« Furries H 

PUBLISHER: Mindscap« N 

DEVELOPER: Kalisto: Nicolas Caume (project manag- 
er); Cyrille Fontaine (design); Sebastian Wloch 
(programming); Francois Rimasson (graphics). 
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RELEASE: December 1993 

After infesting the Earth with homicidal 
balls of hair, French developers Kalisto 
have taken the Tinies back home. The 
rather furry Matt Broughton follows the 
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Imagine living on a planet made 
up of levels. It'd be a nightmare. 
lYou'd get up in the morning (level 
one) and have to leap and fight your 
way to the bathroom, making sure 
you pick up enough toiletry items 
along the way. Then you'd get the 
obligatory trip to work or school or 
whatever (level two) which involves 
fighting your way past other com- 
muters, leaping from platform to 
platform on the Tube and racing to 
get a seat every time someone else 
gets up... come to think of it we do 
seem to live in a level-infested world, 
trouble is this one doesn't have fancy 
rewards at the end. 

Anyhow, this kind of hectic life- 
style is pretty much run of the mill 
for the rebel Tinies in the sequel to 
their previous game Tiny Squeeks. 
Since returning from their unsuc- 
cessful tour of Earth in the original, 
they've returned to Sklumph (their 
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home planet) to find Us King kid- 
napped by evil Tinies and the nine 
different worlds infested by rabid 
furballs and demonic monsters. Nine- 
ty levels await these plucky, yet 
strangely hairy, heroes, with 
over a hundred bonus levels to 
boot. 

"I was always looking to do an 
action-based game on the characters 
from the Tiny Squeeks," explains 
Nicolas Gaume, project leader of the 
French development team Kalisto. 
"We actually wanted to have some- 
thing combining the characters from 
Tiny Squeeks with the fun of a plat- 
form game but doing it with a new 
concept and new designs. When I 
met up with Sebastian Wloch, a 
developer friend of mine, and he told 
me his original idea for Fury of the 
Furries, I thought 'Well that's rt!'. So 
we hired him, he joined the team and 
he started working on the story-line. 

Fury of the Furries is the sequel 
and has been described (by Tilt, a 
rather prestigious French mag) as a 
cross between Lemmings and 
Sonic the Hedgehog. "We were 
very happy when they said that 
because that was exactly what we 
wanted to achieve," says Nicolas. 
"When we set out we didn't look at 



specific games for ideas. Instead we 
took people who had a lot of expe- 
rience in designing platform and 
action games and 
we all wanted to 
have something 
different. We didn't 
want a standard 
platform game as 
there are already so 
many of them. 
Instead we wanted 
to have , a cross- 
breed, a new 
genre." 



When you 
look at other new 
Amiga games you 

tend see more 
colours and more 
frills on them. We 
wanted to have 



that things started to come together 
very quickly until we had a bet ver- 
sions of the game. After the beta was 
developed we 
worked very long 
and hard on making 
everything as neat 
as possible. 
"We wanted to cre- 
ate a good game. 
When you look at 
other new Amiga 
games you tend see 
more colours and 
more frills on them. 



Fury differs from od ga meplay then We wanted to have 

platform" » . 1 f ma good 



worry about the 
rest. , , 

Nicolas Gaume, 
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most 

games by giving 
you control over 
more than one 
character at a time. 
You start by guid- 
ing four Tinies 
around each level, 
each Tiny being a different colour. 
Different colours have different 
abilities (from fireball-throwing 
to grappling hook-swinging). All 
of these abilities are needed if you 
are to guide the Tinies to their cap- 
tive King. 

Nicolas, and indeed everyone at 
Kalisto, has been adamant about the 
gameplay being given priority over 
everything else, even if it meant 
delaying releases. Here he explains 
the creation process: "The 
designer and the project manag- 
er have both been involved in 
designing different types of games 
so they drew on their backgrounds 
to create this original concept. After 
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gameplay 
then worry about 
the rest. I would say 
the most difficult 
part of the whole 
project was at the 
end of the develop- 
ment, making sure it 
had the best payability we could 
manage." 
With any luck, we should have 
a fully-playable demo of Fury of 
the Furries with the next issue so 
you should be able to sample its 
addictive qualities for yourselves. 
Until then, though, you'll just have 
to drool over the screenshots. 
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he military simulation 
of the year" is says 
here, and who am I to 
argue? The original Campaign was a 
highly successful and detailed simu- 
lation of land-based warfare in World 
War 2, but Campaign 2 is set to blow 
that away with updated scenarios 
including post-war vehicles and mod- 
ern weapon systems. Phwoar! 

Just as Campaign included sever- 
al historically accurate maps. Cam- 
paign 2 will be brimming with charts 
covering many real conflicts from the 
last 50 years, and after long consul- 
tations with military strategists. 
Campaign 2 is looking to emerge as 
the most comprehensive simulation 
- not just of warfare, but of the 
whole strategy of running an army 
as viewed from all levels. What this 
really means is that there is now a 
fully-working army system installed 
so that divisions have regiments, 
which in turn have battalions, and so 



on, all the way down to individual 
vehicles. This may not mean a lot to 
your average games player, but to 
the strategy gent, it should smell of 
realism. 

The system has been updated to 
include over 100 new 3D vehicle 
shapes including British Challenger 
tanks, German Leopards (1 & 2), 
American Abrahams, Israeli Merka- 
va and Russian T72s, plus loads 
more, and also includes guided mis- 
siles, rockets, homing missile, laser 
range finders, gun stabilisers and 
night sights. Another new feature is 
that not only can you drive all the 
vehicles in an improved 3D environ- 
ment, but you can even fly helicopter 
gunships. Yippie-kai-ay muddy fun- 
ster! 

As with Campaign and the data 
disk, predefined maps will be includ- 
ed, (such as Korea in the 1950's, the 
six day war in the 1970's and the 
Gulf war in the 1 990's) and maps can 
also be edited and saved to create 
new scenarios. All the nations depict- 
ed in the game have templates for 
the shape of each level in the hierar- 
chy to allow real divisions, regiments 
etc to be placed into the maps. 

Strategy fans and previous Cam- 
paign owners seem to be in for a real 
treat and we should have more news 
for you in the next issue of your 
super-sexy-soaraway The One. 




DOOFUS 



Prestige 



Who in your household is 
always happy to lick your 
sweaty feet, carry a news- 
paper all the way home from the 
shops, and, for that matter, urinate 
all over the kitchen floor every morn- 
ing? Yes. it's your faithful" hound. 

Why am I on about dogs, I hear 
you ask - well it's Doofus; a superb 
platformy game that just appeared 
out of the blue from the German 
house Prestige Softwareentwicklung 
(and I didn't make that last bit upl) 
In a similar but reversed plot to 
Sleepwalker, you must guide your 
four-legged friend through the dan- 
gerous locations of three worlds, 
split across twelve levels. Doofus is a 
well trained chap, though, and will 
always walk to heel rather than just 
wandering off, so you'll need to pro- 
tect both your's and your dog's life 
if you want to get across. 
Unfortunately he always follows a 
second or two behind you. so this 
task will take just a bit of forward 
planing and good timing. Enemies 
come in the form of cartoon-style 
elephants, butterflies, monkeys etc. 
and can all be dispatched with a tap 
on the fire button - sending a small 
but powerful ball their way. Other 
hazards to be avoided include spikes, 
mantraps, water and such, and 
again careful timing is needed to 
ensure that both you and your mutt 
make it across - don't forget, if one 
of you dies, both of you dies in a 
Move me. love my'dog' sort of way. 

You can collect icons along the 
way (as well as in a shop at the end 
of each level) that allow you to 
bomb all baddies on-screen, make 




Doofus invisible, add revolving orb 
shields, and let both you and Doo- 
fus travel for a short while in a pro- 
tective bubble. Point bonuses are 
there for the taking throughout as 
well as being found in the special 
dog houses which Doofus can enter. 

It looks and plays very nicely I can 
tell you, and the game will be avail- 
able for all Amigas at the end of 
November, retailing for a reasonable 
£27.99. Woofl 
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GENESIA 



Mindscape 



If you like the character of The 
Settlers, the strategy of Civilisa- 
tion, and the look of Populous, 
then you could be in for a treat. 
Mindscape are about to release their 
latest offering into the 'coming 
along nicely' stable of God-games, 
and it looks damn interesting I can 
tell you. 

The objective of the game is actu- 
ally to recover seven jewels, but this 
is something that can only be done 
once you have raised a populous 
strong enough to make a credible 
attempt. To stand a chance of suc- 
cess you'll need strength in both 
your economy and your armies, as 
well as having the technology avail- 
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able to fulfil your goal. You can play 
against up to three players and will 
need to make good use of your ini- 
tially small number of settlers if you 
want to take an early lead. 

The real skill in Genesia is how you 
develop your peoples' skills through 
set occupations, taking a logical 
pathway through their develop- 
ment. To attract the wandering 
nomads into your 'tribe' you'll need 
to be able to offer them shelter and 
a future. By assigning one of your 
settlers to the occupation of archi- 
tect, he will be able to build differ- 
ent constructions as well as con- 
struct additional homes for your 
people - of course he'll only be able 
to do this once a woodsman has cut 
down some trees and a carpenter 
has turned them into usable wood. 
1 think you get the picture. 

The game runs in as realistic a way 
as possible, with seasons coming and 
going, affecting people as they 
would in real life. Autumn is particu- 
larly favourable for farmers as the 
crops are harvested, while the 
harsh Genesia winter brings a 




stop to all outdoor activities (farm- 
ing, wood cutting and carpentry). 

There are also set 'formulas' that 
need to be exploited throughout the 
game - e.g. by creating a workshop 
and a number of inventors, you can 
expect new inventions (funnily 
enough) to be presented to you as 
time passes, making life for your 
people easier . 

I've hardly scratched the surface 
of Genesia here, so I think you'll 
appreciate why Mindscape are 
expecting this to have appeal for a 
long time. You can be sure that we'll 
be giving It a thorough review next 
month. Just you wait and see if we 
don'tl 




PUGGSY 



Psygnosis 



I'm not being funny (just for a 
change) but have you noticed 
how many Psygnosis game titles 
include the letters P S Y and G In 
them. Well even if the titles don't, 
you'll still find them somewhere 
prominent in the game - Perihelion 
had PSYchics as I remember. And, er, 
that's all I can think of. Anyway, I'm 
sure we'll find none of that egotistic 
behaviour in their latest release. 
PuGgSY. There, see. Told you. 

Anyway, Puggsy has one aim in 
life - to get off this horrid planet and 
back to his own world. Yes, Puggsy 
is yet another casualty in the 
'crashed on an alien planet and must 
now find his space ship' epidemic 
that seems to continually pop up in 
just about every game released 
nowadays. As you might expect, you 
are about to help Puggsy across this 
dangerous isle, making the best use 




of any items found while taking or 
the unfriendly inhabitants along tht 
way. 

Puggsy can go left, right, jumc 
and fire with the best of them but 
what (apparently) takes Puggs) 
above the others is his TOI - Tota 
Object Interaction. What this boils 
down to is the way in which Puggs* 
interacts with the billions (are you 
sure you mean billions? - Simon) of 
objects that are to be found around 
the strange world. If you find a boi 
of sneakers you can climb on top of 
it. throw it at enemies or take tht 
sneakers out and wear them for 
extra speed. 

You'll find tons of objects 
along the way, but it's up to you 
to work out just what they're all 
for. On some levels, however, 
you'll be given clues to find a cer- 
tain object by the Clue Chest 
Open it, and it will tell you what 
to look out for. 

Let's be honest, this all sounds a 
little bit strange and I'm certainly no 
more in the picture than I was when 
I started, so let's just look at thf 
screen shots in silence for a moment 
and hope that things become a bit 
more clear once the game comes in 
Thanks. Sorry about that. 
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The aim of "The Settlers" is to develop a working and successful 
colony, in a world which allows the player to get lost in the 
exhilarating medieval fantasy atmosphere which the game 
creates. The lifeline of any civilization relies upon the creation 
of small settlements, the exchange of goods and services and 
the production of food. Cut trees, work in mines, produce 
weapons and tools, deliver building materials, defend your 
land and castles, attack your enemies, provide work for your 
people and much, much more... It is possible to create up to 
64.000 people in your kingdom. Each one will behave as an 
individual and will perform a different task, that can be watched 
at every time during game-play. "The Settlers" is a proud 
addition to the successful Blue Byte stable of unique strategy 
games. The kind of game, that has never before been 
published, keeps the player fully engrossed with it's deep 
strategic, economic and fun elements.. 



"The Settlers" is a 1 or 2 player game - 2 players can com- 
pete simultaneously on screen together or together against the 
computer - depending on your computers' specification up to 
64.000 "tiny people" will be displayed - 20 different jobs and 5 
different knights - 30 missions -10 additional training duties ■ 
computer-generated sceneries - lots of fun, lasting for months 

"The Settlers is one of the most impressive games ever to have come out of Germany 
or anywhere else" 

The One 90% 

"I think it is excellent. Witty, imaginative and detailed right down to the last leaf 
and fishing rod" 

Amiga Power 90% 

"Strategists will love the challenge. Everyone else will love the game. Very 
challenging, very addictive and great fun just to watch. What a great game" 

CU Amiga 90% 



Release: Beginning off December 

Available for Commodore AMIGA , MS-DOS (VGA) 



Kompart UK Ltd. • 20 Guildford Road 
AL1 5JY • St. Albans, Herts. • 0727 868005 
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HOW DO WE DO IT? 

At The One we believe a picture speaks a thousand words. That's why our reviews are a bit 
different and. we like to think, a lot better than the rest. Each game review begins with a short 
introduction, telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays. 

Finally there's the Verdict where we explain the game's good and bad points in detail, so 
that you can work out precisely whether the game's for you or not. Bear in mind that although 
a review is only written by one person, the whole team ptay every game reviewed and the 
Verdict and scores are based on everyone's input. 

Based on years of research this is, quite simply, the best game reviewing system devised by 
man. 

Probably. 
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THE VERDICT PANEL EXPLAINED, 



This piccy shows you clearly 
which Amiga - A500/600, A1200 or 
CD32 - the game is being 
reviewed on. 



This panel indicates who is pub- 
lishing and who created the 
game, along with essential info 
such as how much the game 
costs, when it'll be released, the 
control system(s) used, how much 
memory your Amiga needs to run 
it, how may disks it comes on 
(and therefore how much swap- 
ping you can anticipate) and even 
whether you can install it onto 
your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics are, but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
lower-than-expected Graphics 
score. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game. For instance, 
an all-guns-blaiing shoot-'em-up 
with a silly bouncy jingle 
wouldn't do well here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!), 
indicates how easy the game is to 
get into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 

Another 'new' word. Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 

The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which Is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



A1200 







The Amiga family is even bigger 
than ever now, with people able 
to buy A500/6005, A1200s and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 






(Above) The game is at its best when 
two players are participating. Team 
work is absolutely essential if you 
intend to do well - there's absolutely no 
room for egos here. In fact, you'll find 
that there's no room for much at all 
because many of the walkways don't 
allow one character to pass another. 
Whoever's in front usual takes the most 
damage, but they also get to pick up 
any bonuses on the way. It's swings and 
roundabouts, really. 
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ALIEN BREED 



HCFiROR CONTINUES 



(Left) From this 
screen you can 
access the vari 
ous options 
that Alien 
Breed 2 offers. 
There are two 
difficulty levels 
(easy and hard 
naturally}, and 
two types of 
credit options 
(shared or indi 
vidua!). You 
can also input 
a level code, 
but there s 
more about 
that over the 
page. Also over 
the page you'll 
discover some 
more words 
and a few 
more pictures. 




(Above) Any icons you come across during your adventure can be walked 
over and collected, increasing either your health, money or ammunition 
supply. If you're playing on your own then you can happily snap up^very- 
thing you find (much like a trolly-dash) but if a friend is joining thMction 
then you'd be advised to ration everything, taking it in turns to bo«! 
your health or ammo. You can opt to put all your money in a collecme 
pot, which saves a few arguments, or you can keep two separate totals. 



Alien Breed 2 features some frightening alien life-forms, all of which 
attack - and should be attacked - in different ways. Some of them 
home in on you as soon as japunpproach them, while others remain 
out of view until you walk past a certain object from which they'll 
launch a surprise attack. A few even fire at you but thankfully you 
can blast their lasers if your reactions are quick enough. 



H1TEK TOOL SUPPLS nEMU 
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Alien Breed 2 has 
ly few end-of-level guardians, most of the time 0>ur overall 
is to destroy a piece of equipment and then make it to anoth- 
er deck lift before the level self-destructs. The guardians that do pop 
up. though, are right blighters to deal with • this one in particular is 
guaranteed to take at least two lives off you before its inevitable 
demise. 
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If your heart fluttered at the sound of the lovely feminine vocals of 
the first game then you'll positively collapse when you hear what the 
new souped-up Intex system sounds like. These terminals are dotted 
throughout most levels and give access to a host of brilliant aids, 
from medical kits to key packs, as well as some visually-impressive 
and destructive weapons. As in life, most things don't come cheap so 
collect as many credits as you possibly can. 



REVIEW 



RUFFERTOO 




There are lour character-, you can select and each has his 
(or its) own advantages and disadvantages. Johnson and 
Stone are back, but they're joined by two aliens. Let's take 
I brief look at them, shall we7 

JOHNSON 

This rugged geezers makes a welcome return and if select- 
ed proves to be a good all-rounder. He starts his quest with 
.1 machine gun (stage 2). an RM Scanner (useful for glanc- 
ing at the level layouts), S000 credits and 5 keys. 

STONE 

Oh yes, Stone. There's not that much to say about the other 
human in the game as he'd identical in every way to 
Johnson. But for the record, he also begins the game with a 
ne gun (stage 2). an RM Scanner (useful for glancing 
level layouts), S000 credits and 5 keys. 



If you're after a machine gun (stage 1), and RM Scanner 
(stage 2) and 5 keys then Ruffertoo is most definitely the 
lect. However, it's worth bearing in mind that he 
ame with no keys, which is a bit ot a downer. 
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ien starts the game with the most 
namely, the triple lazer (stage 1). On 
ying 10 keys and although he doesn't 
on with any credits he's still the best 
with. 



As yes, doors. The tro 
I've got at the momen 
this: I feel obliged to men 
lion them because they do 
form an integral part of 
the gameplay but. let's 
face it, you all know that 
you can only open them by 
using your supply keys or 
blasting at them with high- 
powered weapons. You 
also know that there are 
hundreds of the sods and 
that many lead to dead 
ends or solitary rooms that 
weren't worth entering. So 
what's the point in wasting 
a whole caption on some- 
thing as basic as doors. 
Answers on a po 
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level codes are given after every 
three or four missions so that once 
you've progressed some way into the 
game you'll not need to replay the 
earlier levels. Alien Breed 2 features 
over 20 levels * which is more than 
Alien Breed 1 and the Special Edition 
put together! And not only that, the 
initial batch of AB2 contains an 
Overdrive demo and a previously 
unreleased game called Apache (a 
choplifter-y shoot- 'envup) thrown in 
for free. VFM or what7 
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Most levels self destruct after a specific task has been carried out and a 
dreamy female voice will announce how much time is left every ten sec- 
onds. The routes back to the deck lifts are never straightforward - the 
best thing to do is work out how to get exit the level before you initiate 
I hi* destruction sequence. It you fail to make it back in time then the 
game is over immediately, no matter how many lives you've got left. 



There are a few 'passage' levels which don't contain that many 
aliens. Instead, these areas are made up of loads of interconnect 
doors, most of which are one-way. with the challenge consisting 
mainly of working your way how to negotiate through the maze 
within the very strict time-limit. These sections are particularly 
frantic in two-player mode as both participators usually arguing 
over which way to turn. At least that's what happened when Matt 
and I were playing, anyway. 
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Here's where the differences between AB2 and its predecessors 
becomes apparent. The weapons in this sequel rangelRim the fairly 
ordinary machine guns to these visually impressive tpree-way tasejg 
and homing missiles. There are three levels of pow^r, with the 10^ 
est being the most destructive (obviously). Homing missiles are a 
real bonus - you can hide behind corners and clear •ntire rooms 
within seconds. 



KILLING ALIEN SLIME BASKETS 

The original game had a variety of weapons 
but they were nowhere near as visually 
impressive as these 'uns Each has three 
'stages' - the higher the stage, the more 
destructive they are. Here's what you can 
pick up if you've got the cash. 

MACHINE GUN 

Although they aren't as pretty as some of 
the other weapons, the Machine Gun stage 2 
is very powerful and not as limiting to use 
as you might imagine. 

TRIPLE LAZER 

Three-way shot is the what this little beauty 
is all about. You can spray an entire corridor 
with one press of the firebutton. although 
some of the alien's bullets can still sneak 
through. 

HOMING MISSILES 

These are perhaps the handiest of all - fust 
stand outside a room with your finger on 
the firebutton and the homing missiles will 
seek out any alien life-forms, chasing them 
round corners if needs be. 

FLAME THROWER 

Although the Flame Thrower only has a lim- 
ited range, its close-up work is almost Mf 
ond to none. It's also necessary to weld up 
any gas leaks you come across. 



ounders are compl> i* iy -»c« You 
can run in any direction you lancy and thesi 
will take out anything around you by bounc 
off all the walls. Get a high-powered on 
s* and you'll become virtually Inwlnci- 



HAND GRENADES 

Nah, I don't like these. It s not that they're 

completely crap. It's Just that they don't 
compare too favourably to the other 
weapons. Spend your money on better 
things 



RMS 

The Remote Location Scanner isn't a weapon 
such, but it proves invaluable on certain 
like levels. By tapping the 'M' key you 
call up a map of the level, and pressing 
Space Bar zooms in. 
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We all knew this was going to be ~^BV9PP^ 

something rather special and I'm y& : - '•- 
more than happy to report that our 

initial expectations have been well Puattther Team 17 

and truly exceeded. Once past the £-houTe 

first level it's back into familiar ■ 

alien-killing territory, albeit with £29 " ° ut N ° W 

tons of incredible sound effects, Not Hard Disk in.t»iiabi« 

graphics and subtle gameplay varia- j oy *tick 

tions, so fans of the first game are i . , i 

Memory I Disks 

going to feel perfectly at home. * Mb 3 
Newcomers to the Alien Breed ■■ ■ ugHI 
world are going to be In for a ijp 1 *^ Q09 
shock, and that's a gross under- "^f 1 jL(0 
statement. Atmosphere-wise it's got ■fT^TTJ 
to be one of the most tense and ^ , I f|4fl1 
genuinely scary games you'll ever ^ | fQ 

come across, with scary set pieces fTTTTTTTTTTe»| 
galore and tactical decisions a-plen- ^ i — — | 
ty. In one-player mode it's bad "jU/o 
enough but when you're covering j J 

the back of a mate it's even more pJLEl 
demanding, especially on the k-vcls UN ") 

where only one of you is carrying I 
the weapon needed to complete the 
particular deck you're on. However, rfJ VJJ» 

there are a few niggles which IT UJ 

although don't detract too much | 
from the overall excellence, still 
prove to be frustrating in times of trou- 
ble. I accept that Team 17's intention is to hurl the play- 
ers into a claustrophobic world where the odds are most 
definitely stacked against you, but many walkways are 
so narrow that they don't allow you to swap the current 
leading character. Another gripe is that Alien Breed 2 is 
too damn tough. The decks requiring hasty departure 
once you've performed a specific task do prove to be 
some of the most satisfying when you manage to com- 
plete them but ending the game just because you don't 
make it back in time is just a little bit too much - surely a 
chance to restart that deck would have been far more 
tolerable. Still, when all's said and done, Alien Breed 2 
truly is one of the best arcade blasters available and ter- 
rific fun to play. 
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The ASOO version will retail tor three quid cheaper 
but you'll not get as many colours on-screen and 
the sound effects will be reduced in both quantity 
and quality. But fear not. it'll still be well worth 
h buying, as the demo and next month's Update will 
no doubt prove. A CD32 version is on its way, but whether or not 
it'll have any specific enhancements is unclear at the moment. 
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SUBURBAN 
COMMANDO 

We've seen some fairly crap releases in the 
last few months, and Alternative Software 
appear to be knocking at Matt Broughton's 
door with one more. Oh dear. 

Oh no' Not me, please! After a few God-awful releases, Alternative 
have got a lot to do before they regain any credibility in my eyes, 
and even then it's going to take something pretty special before I 
begin to look forward to playing one of their games. But ■ hey! * I'm will- 
ing to clear the board and look at anything with an open mind, so roll up, 
roll up, get your reviews here. 

The story, in case you haven't seen the film (what film? I hear you ask, 
quite reasonably) is that Shep 'Hulk Hogan' Ramsey - a real Intergalactlc 
commando name - has crash-landed on Earth while battling the evil Gen- 
eral Suitor. Shep must now find a new source of power to fuel his ship 
before he can leave Earth and rejoin the space battle - the only problem 
being that the General has sent a number of bounty hunters to hunt Shep 
down. 

Yes, you get to don a dodgy yellow 'tash and run around the place as 
you travel through seven specific areas looking for fuel, power crystals 
and ship parts, not to mention taking on the General and bombing his 

mothership along the way. The . _ < 

game is a straight forward platform f • $IWa*.-3/i 

jobbie, complete with springs, spikes **^HH: ^ 

etc. along with a jolly handy jet pack f v^lhBj I - 

with limited fuel that allows Shep to ' 
reach higher areas. Bad guys are l£l fc^^f \* ' "~~ 
everywhere, as are tons of collectible 
items, and you'll need to make good . . > . 

use of the moving platforms and — i*\ — [f\ 

door keys if you want to reach the 
end. 

The game starts with an R-Type- Th » ve ' v first 4ec,i ° n of th< : oame ls 
., , * , . a bit of a surprise because it turns 

tsh shoot- em-up that ends, contrary out to be a horilonta , shoo ,, em . 

to the plot, with you landing on up- This sub-standard sub-game 

Earth (even though you are sup- wants to be Disposable Hero or R- 

posed to crash land), ready for some RP? wh " * vowt up, but for now 

* . it'll just have to be happy with 

serious platform.ng |apes. So. let s be|ng crap N « d , M4 to saV( $hoot . 

see if the game is as impressive as j n g baddies releases power-up 

the continuity. Ahem. Icons. No! Really? 
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Each of the different levels 
have their own look and 
come complete with their 
own nasty guys. Here in 
the suburbs of Los 
Angeles, not only are you 
being hunted down by the 
General's bounty hunters, 
but you also have to get 
past the local street punks 
and underworld hoods. 
Thankfully, you do have a 
few nifty moves at your 
\ desposal, and here's just 
\ one of them - 

Cowabunga! 



The very first section of the game is 
a bit of a surprise because it turns 
out to be a horizontal shoot- em- 
up. This sub-standard sub-game 
wants to be Disposable Hero or R- 
Type when it grows up, but for now 
it'll just have to be happy with 
being crap. Needless to say, shoot- 
ing baddies releases power-up 
Icons. No! Really? 

!As well as the ongoing problem 
of survival and getting through 
the level in one piece, you will 
always have an overall task 
such as collecting a set number 
of power crystals or ship parts. 
Here in the General's mother- 
ship, Shep needs to place seven 
bombs in specific places around 
its innards and then get the 
hell out. Now where should this 
one go I wonder? 
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Oh dear. What a shame. Yes, 
thanks to Suburban Commando, 
Alternative's 'impressive' reputa- 
tion is stuck exactly where it was 
before I loaded up the game. The 
shoot- 'em-up is a fairly novel way 
to start a platform game, but that 
soon wears thfn, and once you get 
into the main game things go 
downhill rather quickly. The game 
is lacking in most departments, but 
I think it's the overall presentation 
that lets it down the most. The 
graphics aren't really that bad, I 
suppose, but this is the 90's and in I 
honesty this sort of look belongs to 
the realms of budget games we 
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saw years ago. If you're going to pj^^^™ 1 ^^^^^^™ 

do an unimaginative platform 
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game, at least have the decency to 
give it a console look or add some 
interesting baddies - Sub Com just 
churns out more of what we've 
seen a trillion times before, with 
the exception being that most are 
of a reasonable quality. The overall 
control of the character is fairly 
responsive, but you quickly realise 
that you can just jump your way 
through the levels, avoiding all the 
obstacles and leaping over enemies and their shots. 
Though the instructions mention being able to perform 
flying kicks, rolling somersaults and leg sweeps, there's 
really no need, as you find yourself just jumping over 
the evil Mr Thicky, turning around and punching him In 
the face. Realism Is also out of the window, with bad- 
dies regenerating out of thin air If you're forced to 
return to an earlier area (I really hate that). 
Hidden passages and rooms are to be found, but I'll be 
surprised If anyone can be bothered to go around 
punching walls - In fact, I'll be surprised if anyone goes 
out and buys the game at all. I'm sorry, I really am, but 
when all's said and done, I'd rip the crap out of this 
even if It was £7.99. Come on Alternative, it's time to 
do better than this. 



There are absolutely no differences when runmr 
Suburban Commando on the A1200 - even tht 
super-powered Amiga fails to prevent SC fron 1 
being crap. No CD32 version is planned. Damn 
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Why is it that worlds in need of saving always have silly names? Matt 'how do you spell 
this' Broughton travels to a distant land to tackle Psygnosis' latest RPG-ish offering. 




but now it's time to pop them in 
the microwave and defrost for 
twelve minutes. 

There are. as always, tons of 
attributes and races to choose 
from as you create your perfect 
team, but elements such as the 
magic system and using terminals 
with a proper DOS-type program- 



ming language give the game a 
slightly different feel. 

The overall aims of the game are 
unclear to begin with, but as you 
wander around you'll meet strange 
and interesting people who will start 
dropping hints as to your exact pur- 
pose in life. Other than that, you're 
own your own... 




hate atmosphere. I really do. I 
mean what does atmosphere 
mean to you? Rousing music? 
Tales of slanty-eyed spies? Graphics 
that make you feel like you're really 
there? Well, to be quite frank, atmo- 
sphere means lots of pages to me. 
Psygnosis hired an an articulated 
lorry to transport Perilhelion's plot- 
filled pages to us in the hope that 
we'll sit and read it all, thus giving 
the game some deep atmos. Oh 
well, here I go... 

[Several hours later] ...Well I've 
finished and it was bloody hard 
work, I can tell you (and to be quite 
honest, I'm still not 100% sure I 
know what's going on'). From what 
I can gather and I take no respon- 



sibility for getting this fairly wrong - 
something's not quite right in the 
world of Perihelion. It would seem 
that on age-old prophesy is about to 
come true - heralded by a profound 
and disturbing vision received by the 
world's psychic population. 

An evil unborn god is forcing his 
way into Perihelion's dimension, 
drawing power from the unwilling 
populace using his mind-control- 
ling influence. Fortunately for King 
Rex Helion, ruler of the planet, one 
of his predecessors took notice of 
the prophesy and genetically engi- 
neered six humanoids able to 
avoid the unborn god's influence. 
King Rex hoped that he would 
never need these unborn saviours. 




There's no real 'main screen' in Perihelion, but I suppose this is about the 
elotest thing to it - so get used to it because It doesn't change much. 
Trundling around the streets is nice and easy - just use the cursor arrows to 
proceed, keeping your eye on the compass for bearings. The two locators to 
the left of the Icon panel will flash If there are any objects or organisms 
(we used to call them 'people' as I recall) nearby. The icons give you imme- 
diate access to battles, inventory, computer, and of course your strange 
looking party of adventurers. 




REVIEW 



Here, you need to create 
your team of six adventur 
ers using this clever sys- 
tem. All the usual RPG 
statistics are her* (I.e. 
dexterity, constitution, 
etc) along with relevant 
details about the charac- 
ters' race and indigenous 
attributes. You can select 
many different races - 
Humans. Bionecrons, 
Cyberns, Khymeras, along 
with many others - and 
there are a wide range of 
skills to choose from. 





The inventory is another example of 
the many stylish screens you'll come 
across during play. From here you can 
organise your weapons and any 
objects held, used or worn, while a 
back pack {top left box) can be used to 
store a large number of items • always 
ready at a moment's notice. As well as 
allocating objects to specific hands, 
the windows at the bottom right show 
any objects found on the ground. 




a/hen you're too not busy walking through repetitive looking cities and 
dungeons, you can step out into the big world with only your trusty map for 
rompany. Your party is represented as a silver ball that rolls across the landscape 
controlled by the huge cursors buttons), and can approach any nook or cranny 
that looks particularly interesting. 8y using the on-screen icons you can call up a 
description of the selected area and. if appropriate, enter that area. Needless to 
say, this is all accompanied by atmosphere building sound and music 



Characters with psyonic abilities can 
access spell casting at any time using 
the many runes available. This is an area 
where the character's attitude becomes 
important because spells contain any- 
thing up to four rune components (e.g. 
to create the spell 'Chilly Vapour' you 
need to use Sorrow, Roughness and 
Arrogance). As you can see. something 
like Disappointment requires someone 
with an extremely negative attitude. 

Byron! Get over here! 





ou can access your terminal at any point and use it for a number of functions, 
n its most basic form, H can be used to read documents and messages, but It 
an also be used to talk to any characters you meet, as well as being used to 
malyse objects In your possession. Some locations show the Network sign 

inset) which means that you can log-on to the larger systems and search for 
dditional information - as long as you have the correct password, of course! 
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I got quite excited when I got a whiff 
of this In last month's preview, but in 
honesty I don't think the finished 
game has lived up to those expecta- 
tions. It has an excellent style of pre- 
sentation and works by an incredibly 
user-friendly interface, but as atmo- 
spheric as Perihelion's setting, sound 
and graphics are, the game itself 
leaves a bit to be desired In a few 
areas. I think It was a real mistake 
(and a shame) that the programmers 
decided to cop out and employ a 
tacky American cartoon technique 
and repeat backgrounds in the cities, 
leaving you with no real landmarks 
or helpful clues as to whether you've I j l K Y R 1 1 L I T Y 
been there before. The network is an 
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effective idea and makes you feel as 
If you're sat at a proper terminal, but I LBSTRBILITY 
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using it to communicate with charac- 
ters who you've just passed in the 
street seems a bit unnatural, not to 
mention limiting. Obviously, as with 
any RPC, you need to Invest a fair 
amount of time setting up your party 
and checking that you have a wide 
range of skills, but once you've done this 
things tend not to hot up for at least an hour or so, and 
may well put a few people off. Right, now I've publicly 
aired my moans, let's give the game a bit of credit. 
Perihelion does look and feel superb and there are 
enough statistics and character details to satisfy the 
hardened RPG-er while not being to much to cope with 
for the average games player. There's a tremendous 
amount of depth with an excellent number of locations 
to be ploughed through, not to mention the huge volume 
of characters and spells to be played with. At the end of 
the day, Perihelion could have been so much more. It's 
tried to do something different with the genre but the 
areas it's lacking in tarnish what could have been a truly 
stunning RPC. 




The game plays identically on all machines and 
there are no plans for any A1200 or CD 12 specific. 
For extra atmosphere. I suggest playing the game 
while sitting in the middle of a desert. Preferably 
a yellowy-orange one. 





Team 17's beat- 'em- up has been reincarnat- 
ed and shipped off into space. Simon Byron 
has a ringside seat. 




he last of the opponents lay 
in a heap at my feet I slowly 
looked up into the mass of 
colour that was the crowd. To my 
left I saw Junior nursing hit 
wounds. To the right were the 
judges. They wer e smiling. They had 
the trophy in their hands. I'd won 
and nothing could change it. As 
they made their way over to me to 
crown me Body Blows Champion. 
Junior sauntered up and put his 
hand on my shoulder. 

-What next?" he asked. 

-We've been fighting all round 
the world.' I said. 'Let's go some- 
where else." 

Extract from My life As A Punch- 
bag, The Body Blows Story. 

Apparently Body Blows Galactic 
has a plot. Fed up of fighting on 
Earth, Dan and Junior have decid- 
ed to take their flair for fisticuffs 
to the rest of the galaxy, in order 
to be crowned Galactic Champion. 
If s nice to know we're going to 
live in a future so advanced that 
bare-knuckle fighting has become 



the best form of interplanetary 
contact. Good job we're training 
our kids on all these Street Fight- 
er II clones, eh? They'll be ambas- 
sadors before you know it- 
Ten new opponen ts await Earth's 
twenty-first century likely lads, all 
coming from five different planets. 
To reach the top you'll have to take 
on all ten. as well as your Earthly 
partner, and your own good self in 
a bizarre mirror match. Only then 
will the galaxy bow down before 
your strength and majesty. Oh, you 
can also play as any of the other 
characters if you're not that patri- 
otic- You can also play against a 
friend in the usual two-player 
mode, or against up to eight 
human opponents in the rather 
nifty Tournament mode. 

Body Blows Galactic has been in 
Development Hell for the relative l y 
short period of nine months, which 
is quite remarkable, really. What* s 
even more astounding is that Team 
17 have once again managed to 
deliver the goods. Here's why... 



U 




■ 



(Above) Polished off everyone else in the competition? Then why not take 
on the ultimate challenge... yourself! With each of the planets offering 
of the galactic fighters, it's only natural for you to meet yourself when you 
visit your home turf. You can also set the four and eight player 
tournaments up with the same character for every player. 
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by moving the stick, which 
mainly consist of defensive moves 
l u mping wacfcw will. 
You can move your chappie 
by holding the joystick in the 
tion you want him to go. but that 
doesn't come as any real surprise, 
it? 



E V I E 




3« 



(Above) An option available at the start of the garni is to turn 'Mercy* on 
or off. This is where the wimps are separated from the real men as 
'Mercy' determines whether or not you can hit your opponent when he's 
lying dazed on the floor. Of course, punching someone in the face when 
they're completely defensless is a right laugh, but it's not really friendly. 
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t-'em-ups a 

dime a dozen these days? How 
many different ways can two peo- 
ple hit each other and still make 
things Interesting? If Body Blows 
Galactic is a forecast of this genre's 
future, not many is the answer. It's 
professional enough, but then what 
would you expect from Team 17 (a 
company that are arguably the best 
development house In the Amiga 
market today). The main sprites are 
crisp, clear and well animated. The 
backdrops are well defined and suit | 
the game's main theme of inter- 
galactic combat well. The trouble is 

none of it Is very original, there's fj 1 1 Yai 11 1 TT [ 
nothing here that, in my mind, sets 
it apart from any of the other beat 
'em ups that seem to appear every 
time you open a magazine. Give me 
an honest answer here. If you 
already have one Body Blows or 
SF2 or Mortal Kombat, do you real- 
ly need another? Do you really 
need to shell out hard-earned cash 
just to see another improbably-mus- 
cled character twirl his arm In a different manner before 
punching someone? Maybe I shouldn't condemn a game 
just for following suit (how many flight sims are there, 
after all?) but it's a lot of money for more of the same. 
That aside and judging it on Its own merits, Body Blows 
Galactic is very good. Compared to the original it goes 
far and beyond ft thanks to the strange nature of the 
opponents. Add to that the eight-player tournament and 
you've got a game that's perfectly competent in all 
departments and fs just about the best beat-'em-up 
available for the Amiga. You just have to ask yourself If 
you really, really want another combat game, and if the 
answer is yes then Body Blows Galactic Is most certainly 
for you. 



Better music, more colourful backgrounds and 
more sound effects' Yes. Mr. A. Reader of 
Amigaland, all these could be yours if you purchase 
the A1200 version of Body Blows. Remember this 
fantastic offer is not available in any shops (except 
computer stores) so don't delay, buy one today (for 
an extra £3. that Is). 





As well as the standard and combat moves, several characters have 
jumping combat moves. Holding the fire button down and moving the 
stick in one of five directions after jumping will unleash yet more fury. 
However, it's best to be careful when initiating one of these moves it's 
relatively easy for your opponent to knock you out of the sky. 
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The future. Not as _ 

Ssbs- CYBERPUNK! 

time of cutesy 

«oldi*>r« in red. 




take shurely? Simon 
Byron investigates. 

Cyberpunks. The word brings 
visions of a William Gibson- 
style world full of men and 
women with jackpluqs in the back of 
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Amongst the assorted de' 



access and an entire race wearing 
dark glasses and their hair swept 
back. Not in Derby, though You see, 
to Core Design a Cyberpunk is a 
cutesy little fellow in gaudy armour 
and a Mohican haircut - but we 
expect Gibson will get it right next 
time... 

Core's trio of Cyberpunks make up 
the elite 501st Cyber Assault 
Squadron whose latest mission neces- 

■ ifitni >!>.-. infilfritinn fit art .1 1 m n . r 1 r I . 



floppy disks. On taking one of 
to m nearby computer, a menu 
screen allows you to access certain 
parts of the building's security sys- 
tem. The green disk Is by far the 
most useful, though, as it opens all 
the doors and negates the need for 
pass cards. 

the party needing to locate special 
door passes before they can continue 
to the next stage. Each floor of the 
base is made up of four sub-levels. 

inrl .1 n.inwiirrt tuitain .illmAi". unit In 



sitates the infiltration of an alien-rid- 
den base, and the elimination of any- 
thing vaguely abnormal within. All 
three characters are under your simul- 
taneous control, and the baddy-filled 
floors of the base take the form of 
eight-way-scrolling levels linked by a 



and a password system allows you to 
skip the earlier stages if you so desire. 

As the aliens appear from all direc- 
tions, extra supplies have also been 
scattered around the sprawling build- 
ing, and these include medical kits, 
smart bombs, gun droids and other 

nii-h ill tin (.miili.it nhiwli HrliA/*»v- 
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Although a number of mission 
objectives are given to your squad 
during the game, basically Cyber- 
punks is a very simple puzzler, with 
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er, time is against you, and with just 
1000 seconds on the clock, will you 
escape the level before tedium... 
oops, the aliens, get to you first? 
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tn addition to the 
basic 'Search And 
Destroy' missions, 
your team will also 
be required to seek 
out missing scien- 
tists or investigate 
potentially danger- 
ous reactor prob- 
lems. These are 
supplemental to the 
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Hmmm, It seems as if Core 
Design have scored a bit of an 
own goal here. Cyberpunks Is 
probably the most uninspired 
game to appear from their Derby 
offices since Frenetic, and If you 
were to look up the word 
'Mediocre' In the dictionary, It 
would probably say 'See Core's 
Cyberpunks.' You know you're in 
dodgy territory when the sprites 
are basic rip-offs of our sister 
mag Mean Machines Sega's Mean 
Yob character, and things contin- 
ue along this average route as the 
game is revealed to be a sluggish 
Chaos Engine affair. Despite con- 
taining a fair number of levels, 
the action plods along at such a 
slow rate that It's unlikely you'll 
want to bother with the later 
stages. I mean, where are the 
aliens leaping at our hardened 
team of heavily-armed 

Cyberpunks? And where are the 
fiendish puzzles which force you 
to leg It around the building's 
Intricate passageways. I dunno. 
But I think they've been replaced by 
the odd creature ambling on screen 
with the sole intention of getting shot, and by levels 
so uninteresting Prince Charles would have a fit. 
That's not to say that it's all bad, though. The addi- 
tion of computers to log on to and the assorted 
weaponry power-ups are all very nice, but even these 
fall to add the all-important speed and action the 
game so dearly needs. A case of too little for too 
much, and this makes Cyberpunks weaker than Frank 
Bruno's next opponent. Roll on Heimdall 2, because 
this Is obviously just a filler release. 




There s no At 200 version in the pipeline, 
although this version works fine on the Super 
Amiga as it stands. That said, it probably 
comes as no surprise to discover that there 
won t be a CD32 version either. 




SPLATTING ONTO YOUR AMIGA SCREEN NOW! 
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When moving your factions around the good old U K of, erm, K. the screen 
looms In for a more immediate view. Around 311 (that's three-hundred- 
and-eleven) individual areas make up the game board, with your factions 
able to cover anything up to five per turn (of course, deciding where to go 
is an integral part of your overall strategy). Castles, towns,. fortified and 
otherwise, villages, armies etc. can all be viewed, examined^ for troop 
strengths and attacked, of course. ^ 





There'll always be an England, la la la lah... Of course, let's not forget Wales. 
Scotland and Ireland as they all play a part in the game. Each turn consists of 
six phases - Events (random happenstance). Movement (each piece moving at 
far as they can). Combat (fisticuffs, town smashing or sieges), Parliament (if 
there is a King or Chancellor they can call a government meeting). Coronation 
(crowning your heir as King) and Reinforcement (additional forces are given 
to each faction). And yes. it's just as complicated as it sounds. 



Take seven pints of blue blood, add a liberal sprinkling of inbreed- 
ing and foreign heritage and include a complete inability to 
understand the real world in any way, shape or form and you 
should have a king. Simon Byron finds out that it's not actually 
that simple. 



History - EEEKKK! (Nervous 
scream as reader runs away 
to hide, muttering about not 
wanting more education from their 
Amiga since the games take up 
more than enough of his time, 
thank you very much). Let me fin- 
ish will you? Ahem. 

History, what a sod. eh? (Collec- 
tive sigh of relief as reader realis- 
es we're all on the same side here). 
Not only does it make your wrist 
ache after writing alt those 2000 
word essays for Monday morning 
(just watt till you start your A lev- 



els, kids) but it also gives strategy 
games a chance to wallow in gratu- 
itous complexity and print large 
manuals 'packed with historical 
information'. 

Kingmaker takes you back to The 
War Of The Roses (not the Michael 
Douglas/Kathleen Turner film but the 
real war. Honestly, what are they 
teaching the kids these days?), a tur- 
bulent time in English history when 
Kings were elected by the truly 
democratic process of locating and 
killing all the other heirs until only 
one was left to wear the crown. Now 



that would really be a coronation 
worth watching on telly. 

The war was between the House 
of Lancaster (and collective Lords, 
Nobtemen and armies) and the 
House of York (ditto manpower). 
The game puts you in control of one 
side with the aim of seeking out all 
the prospective royal heirs, captur- 
ing one of them and killing the rest, 
while fending off the opposition 
who are trying do the same. 



This all happens in the usual 
strategy game style with army sizes 
represented by numbers, troops 
moving in a series of turns, and 
boasts an artificial intelligence that 
is based on real human thought pro- 
cesses and is able to adapt to an 
ever-changing situation (it says 
here). Lumme. I find it hard enough 
trying to outwit my nine year-old 
sister at Ludo. This is going to be a 
massacre... 
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You start the game with a number of Factions (Lords. Dukes or other noble- 
men) and assets (Titles. Offices, armies etc). The first step in the strategic 
conquest of our fair isles (s to equip each Faction with the tools for the job. 
These then form your army, with each Faction being controlled individually. 
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There is a slightly helpful on-screen help feature, cropping up when you first 
play to explain what's going on and what you should do next. Trouble is. it 
isn't too clear in its explanations and you often wish there was a help fea- 
ture for the help feature. 
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The royal family tree 
can be called up to give 
you an instant look at 
the status of each of 
the heirs. A green line 
means they're yours, a* 
red line means they 
ain't and a black line 
crossing through the 
name... well, you figure 
it out. If at least one has 
your colour and the rest 
are history (giggle) 
you've won the game. 



m * 



The war was started when the Duke of York plucked a white rose from a 
bush during an argument over matters of state and challenged everyone 
who supported him to do the same. The Duke of Somerset then plucked a 
red rose and ordered the same. This is all depicted in the Intro sequence. 
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The first line in Klngi 
al talks about Shakespeare. "Uh 
oh," I thought, "pass me my intel- 
lectual head Aunt Sally and be 
quick about it". Kingmaker Is the 
type of game that reviewers make 
depth jokes about. All strategy 
games are complex, but any game 
that's based in British medieval his- 
tory is just asking for trouble. It's 
also asking for a step-by-step walk- 
through which, unfortunately, it 
doesn't have. Because of this 
you're likely to spend the first few 
hours staring blindly at the manual 
going Huh?', the next few staring 
at the screen going 'Huh?' and the | PLHYflilLlTY 
final few staring at the £35.99 hole 
in your wallet going 'Sob*. 
Kingmaker is just so complex and 
this is where the problem lies. 
Unless you're really into strategy 
games and can eat titles like this 
for breakfast, you're not likely to 
even get started with It. It lacks 
any kind of learning curve - the \ 
essential ingredient for all complex 



strategy games. It's straight in at the ultra? 
deep end or back in the locker room looking for your car 
keys. The other quibble is the age-old one for board 
game conversions - why bother? Especially here. As far 
as I can tell, the only people that would find Kingmaker 
appealing are those that have played it as a board game. 
Everyone else will be scared by its complexity and look 
for something simpler like Dune 2. So if you already 
have the board game you must theoretically have some- 
one to play it against and as we all know, the human 
brain is infinitely more cunning than any computer. It's a 
simple message - If you're anything other than a hard- 
ened strategy fan then stay away, you'll only get lost. If 
you are a strategy buff and don't have the table-top ver- 
sion, give it a go. It'll certainly challenge you. 





US Gold recommend playing Kingmaker on ihe 
A1200, not because you get any extras (because 
you don't) but simply because It's all just much 
smoother and faster. No CD32 plans as yet. 
Never mind, eh? 
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Microprose's latest sim features possibly the sexiest bit of 
military avionics in the known world. The only trouble is no-one 
can see it. "Where's the fun in that?" asks Simon Byron. 




Let's look at the evidence. It 
dresses solely in black. It has a 
little gap for the eyes (pilot) to 
look out from. It has a myriad of 
lethal weapons hidden beneath its 
coverings that can be unleashed in a 
split second. It's a master of sneak- 
ing around in the night and getting 
in and out of places without being 
seen. Face facts, the F-117A is the 
Ninja of the aviation world. 

MicroProse's attempt to convey 
this hi-tech 
cloak 




and daggery (or radar-absorbant 
paint and Maverick missilery, if you 
will) is basically a rehash of its pre- 
vious hit F-19 Stealth Fighter. 
Whereas that title was released 
when the real stealthy fighter was 
still a big military secret (and con- 
sequently was made up more from 
intelligent guesswork than hard 
fact), F-117A is a conversion of the 
real thing with real facts and figures. 
That is apart from the ultra top-top- 
top secrets like its ability to change 
shape into a Reliant Robin to con- 
fuse enemies and the way it can 
freeze time while it makes its 
escape, honest. 
When the real thing was 
released MicroProse discovered 
something that changed their 
game version significantly. 
Apparently the real plane 
only has two weapon points. 
Two! What's the point of tak- 
ing the latest in military hard- 
ware into the skies if you only 
get to take two shots at some- 
thing before flying home? The 
real thing doesn't even have a 
cannon! Where's the fun in shoot- 
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Vou can choose from all sorts of weapons so hi-tech they can target your 
house, knock on your door, invite themselves in for a cuppa, chat about 
the kids, the weather and last night's episode of EastEnders and 
wasn't it a shame about Michelle and not explode until they're just 
about to leave after promising to "do this again some time". 



ing down an enemy MiG if you can't 
even take potshots at the ejected 
pilot afterwards? 

Luckily, MicroProse have decided 
to retain the original level of game 
balance by allowing you to choose 
between the Lockheed F-1 17A (the 
wimpy real one) and the MicroProse 
F-117A (the one with weapons in 
every orifice and a bellyload of hot 
lead waiting to be forwardly pro- 
pelled in an aggressive manner). 




(Above) Memorised your flight plan' 
Loaded your weapons? Put the cat 1 
out? Then you're all set to paint the | 
town red (and yellow and orange 
and any other explosion-related 
colours). You always get a chance u 
say 'Hang on a minute' if you've fo* 
gotten something. Always double 
check everything! 
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•i Above) And awaayyee we go. Your F-117A cockpit has been equipped with 
all the latest mod-cons. In front of you you'll see your Head -Up-Di splay 
with all manner of flight information. That white box around the other 
plane means that it's your current target and can be seen in detail on the 
right-hand Multi-Function Display. 




(Above) And here's what she's up 
against - the latest hi-tech aircraft 
from across the world. This baby's a 
MiG-29 Fulcrum from Russia and has 
a distinct manoeuvring advantage 
over you. In fact most planes do. The 
F-1 17A was never designed to enter 
a dogfight and so you have to rely 
on your stealth abilities as much as 
possible. 



Here we are, coming in to land on 
something or other. Did anyone reae 
about that Jumbo that crashed into 
the sea instead of landing on the 
runway? Terrible business, that. 
What I want to know Is how they gc 
all the suitcases out from inside the 
plane when it was submerged, 
imagine being a diver and having to 
fish out loads of wet undies. Ugh. 
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Not being a real military pilot (I 
didn't have a cool enough pair off 
sunglasses to pass the exam or 
whatever), I wouldn't be able to say 
whether the flight model in F-117A 
is accurate or not. What I can say is 
that there's little difference 
between flying this baby and flying 
MicroProse's former sim, F-15 
Strike Eagle II, and I think I'd be 
pretty safe in guessing that the real 
planes don't behave in the same 
way. That seems to be the problem 
with all of Prose's sims - although 
the graphics and presentation tech- 
niques are changed with each new 
arrival, the flying bits remain exact- 
ly the same (with the exception of 
Gunship 2000, of course). Not that 
they're bad, that is. MicroProse's 
sims are amongst the most playable 
of the lot - maybe because of that 
familiarity - and this holds true 
here. F-117A has all the excite- 
ment and professionalism you've 
come to expect, although this time the 
graphics haven't really moved on any since 
the Eagle took to the air. Indeed, if you already have F- 
15 II you're unlikely to discover much different here 
apart from worrying about where the enemy radars are 
and taking photographs instead of dropping bombs. 
There are a large number of areas to fly over, but since 
none of them are linked together in any campaign 
there's no real incentive to try flying across Korea's 
green fields instead of Western Europe's. That's what F- 
117A really needed to put it ahead of the rest - a cam- 
paign. Something tying all the missions together into a 
greater whole. As it is, you've got a solid, professional 
flight sim with little to separate it from everything else 
currently buzzing the Amiga's skies. 
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Gotcha! Primary target is what is says and primary target is what it is. The 
F-117A Is equipped with target cameras on all four sides, meaning you can 
acquire a target from in front, behind or to the right or left of you without 
shifting your head once. Vour on-board computer is also able to distinguish 
between enemy and friendly targets and whether it's one of your mission 
objectives. All without asking you to swap disks! 





Here she is. your all-singing, all-dancing lady of the night. Covered from 
head to toe in radar-absorbant paint and designed to appear as faintly as 
possible on enemy radars. She may took like something out of Star Wars 
but she's real. Even as you read this, she's out there, somewhere in the 
world, spying on people. Eerie, Isn't it? 




(Left) Each mission starts with a 
briefing. Your Primary and 
Secondary targets are selected for 
you with a rough flight plan to fol- 
low. You can call up information on 
enemy radar ranges, missile ranges 
and troop positions, as well as get a 
detailed report of each of your tar- 
gets. Once you've absorbed all this 
information it's time to select your 
cargo of weapons. 
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Nine arenas are open to you: The Persian Gulf, the North Cape. Libya, 
Central Europe, the Middle East. Iraq, Vietnam, Cuba and Korea. Each are of 
varying difficulty and have both scenery and enemy hardware to suit their 
positions. Within each you can select training or real missions, the type of 
missions and the ferocity of the war. 



F-117A Is A1200 compatible so you high-powered 
flyers have newt t' worry about. You really high- 
flyers with CD32s. though, will have to 
wait for MicroPros* to decide whether they want to 
put the ninja super-plane on a CO or not. 
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SCOTTY 

Always good in a crisis, Scotty 
is ever ready with an unrealis- 
tic view of things. Show him a 
nasty spot on your neck and 
you can expect an "Any more 
pressure and she'll blow sky 
high!" or a helpful "I can 
squeeze it, hut I'll need 
fifteen more hours - AT 
LEAST!!" Scotty does serve a 
function, though, and will 
repair any damage sustained 
in a battle, while also control- 
ling the emergency power - 
which, as far as I can tell, 
basically involves fitting all 
the lights with red bulbs for 
some reason. 



SULU 

Sulu never gets invited to 
parties any more after that 
episode where he got drunk, 
took his shirt off, and went 
screaming around the 
Enterprise's corridors bran- 
dishing a sword (now there's 
a lesson for us all here). As a 
result, he gets the sobering 
task of looking after the 
ships deflector shields as 
well as taking the ship into 
orbit whenever you 
approach a new planet. A 
fun guy with a great 
complexion. 



A THING YOU PUT ACROSS A RIVER 

As you'd expect, a captain is only as good as his crew (how else could David get a mag- 
azine together?), and James Tiberius Kirk is no exception. From the bridge you can 
access all of the characters that you've come to know and Ibve, along with their individ- 
ual skills and attributes. Let s have a little look around, shall we? 







KIRK 

When he's not busy 'liaising' 
with alien's girlfriends or 
checking his eye-liner. Kirk 
can be used to access the 
captain's log (don't even 
think about it), giving details 
of missions past and present. 
Kirk also has the say so when 
it comes to beaming down to 
planets or across to other 
ships. If by some strange 
twist of fate he finds an evil 
double, you can be sure that 
his make up will be doubly 
thick so that you know which 
one's the good Kirk. From 
Kirk's chair you can also 
access the disk options. 



CHEKOV 

As a child, Chekov wa 
ridiculed for his hilarious 
speech impediment, and with 
trade mark phrases such as 
"Capteen, surrender your 
wessle," you can understand 
why. To release his childhood 
aggressions, Chekov has been 
put in charge of arming the 
ship s phasers and photon 
torpedoes, as well as 
handling the navigation via a 
galaxy map. Chekov is 42, 
lives in Crew, and his hobbies 
include keeping live slugs in 
his ears and tap dancing with 
a kettle on his head. Or some- 
thing like that. 



SPOCK 

Spock is particularly respect- 
ed among the Enterprise crew 
for his uncanny 
impersonation of Roger 
Moore's eyebrows - he's so 
cool, you could stuff a toilet 
brush up his nostrils, and the 
git still wouldn't flinch. Spock 
acts as a general 'help' 
option, giving his expert view 
on most things as well as giv- 
ing more specific information 
via his science computer. If he 
gets really unbearable, bung 
him in the Oilythium crystals 
chamber with only a pair of 
gloves for protection - Ha ha 
ha ha ha! 
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A DAY IN THE LIFE 

Hi, James T Kirk here. I'd live to invite 



me. so come on now as we go, 



o 



through the worm hole. ~*~^~ 



Having cleaned my teeth and 
received my orders from Star Fleet, I 
like to fly off in completely the 
wrong direction until I run into some 
of my old mates. This one's a bit 
grumpy, but he means well and he's 
only playing. That brown and grey 
outfit just doesn't work does it? 

Ol don't know! Make a helpful 
suggestion for colour coordina- 
tion and Romulans go all funny. This 
one thinks that by using his cloaking 
device he'll get away, but I've got the 
latest in phasers and photon torpe- 
does at my disposal. Scotty's getting 
a bit upset just because I've broken 
his engine and messed up his shields, 
but he'll get over it no doubt. Needles 
to say. I win at the end, and, pausing 





briefly to re-apply my eye-liner, move 
on to the correct destination. 

fc» Mr Sulu impresses the crew with 
a superb bit of parallel parking in 
orbit, and then it's onto the blower 
for a chin-wag with big nose. He 
obviously envies my good looks, so 
I'll organise a landing party, 
complete with sausages on sticks and 
a red uniformed security bloke who 
can get shot a bit later on. Scotty. 
you have the com. "No I don't! It's 
just a heat rash." 

OOnto the tingly-machine with my 
best friends Bones and Spock, oh 
yeah and 'Mr Long Life'. Just time for 
a quick game of musical statues 
before I get that strange grown-up 
feeling that spreads all over my body 
like a warm cup 'a' soup. Lovely. 

L^v Just for a thancje. we find lots of 
ill people when we arrive. Bones 
is such a laugh you know - he's got 
this old spark plug that he waves up 
and down people's bodies while 
whistling through his teeth. They 
always fall for it. Anyway, apparently 
this poor unfortunate need some 
berries rubbed somewhere. It all 
sounds very messy to me. so I leave it 
to the professionals and go looking 
for someone to snog. 



We all set off to pick berries 
when who should pop up but those 
nasty Klingons - see, told you it was 
going to get messy. Luckily for me, 
my lightening reflexes (not to men- 
tion my phaser) make quick work of 
these dirty rascals, while my crew 
look on in awe. I'm afraid (but not 
surprised) to say that Ensign Everts 
was killed shortly after these pictures 

were taken. 
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You'll be glad to hear that by tea 
time I'd saved the entire planet, out- 
foxed the bad blokes, and snogged 
just about everyone who wasn't a 
fella. And some of them that were. 
Cheers till next time. See ya. 






Not exactly the most exciting screenshot ever taken l it grant you. but 
jolly important nonetheless. If you want to get anywhere in the 
galaxy, you'll need to come to this map to target your next. er... tar- 
get. This also acts as a piracy security device - if you don't know which 
spots are what, you'll find yourself in a hopeless fight against cloaked 
Romulans. Fun. fun, fun. 
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Admiral 



Tun. the Enterprise is ordered to 
trauel to Pollux U. The natives report 
that alien lifeforms have been 
attacking the settlers near a mine at. 
Mount Idyll. You are to report to the 
hiqh prelate of the colony. The 

-etUerr are member r of the 
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Each mission starts in an similar way. with normal life on the 
Enterprise being disrupted by a call from Star Fleet. Uhura will inform 
you of any messages received . and in true Trek fashion, they will 
appear on the main screen. The specific details for that mission are 
then relayed by a communication, and will commonly include an alien 
race, a distant location and someone for Kirk to snog when he gets 
there. This old git looks half asleep, but never mind - plot course for 
Pollux V, Mr Sulu. 
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:ellent. This is a must for anyone 
who finds themselves strangely 
drawn towards things vaguely Star 
Trek related. The interface Is excel- 
lent, making everything Instantly 
accessible and leaving you with no 
worries when it comes to selecting 
the right object, chat-up line or 
which phaser to shoot. The music 
adds to the atmosphere by swelling 
and stabbing at just the right 
moment - a system which works 
much more effectively than 
LucasArts' Imuse jobble - and the 
sound effects faithfully sampled 
from the show and reproduced 
throughout the game give you a true 
feeling of taking part in the show. | P I. R Y H b 1 L I *r V 
The game Is littered with graphical 
treats - Kirk leaning over with the 
ship when you turn in a battle, 
Spock Independently pulling out 
Instruments to take recordings, etc - 
and the authentic conversations 
between the cast are real treats for 
die-hard Trekkies. But let me just 
stop myself here. It's all very well 
coating a game with In-jokes and 
authentic graphics and sound effects, 
but what's more important is whether the game still 
works if you're not a big Star Trek fan. Well, the puzzles 
aren't too taxing (although the solutions aren't all 'logi- 
cal* and straightforward) and the space combat a nice 
idea, but at the end of the day the average, non-trekkie 
adventurer isn't going to find this much more spectacular 
than a 'normal' non-licensed game. As brilliant as Star 
Trek is, it seems content to just appeal to those who 
would have bought it anyway and doesn't really have any 
Innovative features that scream "buy me" at you. That 
said, let's not forget the score being given here, and full 
marks go to Interplay for doing just about the best thing 
they could have done with the Trek licence. Most defi- 
nitely worth a look if you're Into Trek, and still pretty 
damn good if you aren't. 



Star Trek will only be available for A1200 HD 
| owners, but there is a possibility of a C032 ver- 
sion at soma later point. And, er. that's it. really. 






The 'naked man' icon in the top right isn't some twisted alien race, 
but is in fact a gateway to control beyond your wildest dreams. By 
highlighting specific parts of its anatomy you can talk, look, take. etc. 
to your heart's content. If you select to 'use' items, you will be 
presented with this sub-menu showing what you are currently hold- 
- ing. I can't decide whether to scan this bloke or just shoot him and 
\ be done with it. 
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BLOODHOUSE HOTLINE 

081 467 0267 

Or fill in the order coupon and send it to: 
Bloodhouse UK Ltd.. 

FREE POST M3 1870. Chislehurst. Kent BR7 6LH. 
No stump needed If posted within the UK. 



DISTRIBUTOR: Daze Marketing Ltd. 
Tel. 071 328 2762 




bloodhouse 



• The first game EVER to make full use of ray-tracing on the Amiga. 

• Dozens of action-packed levels. 

• Intelligent enemies. 

• Two spectacular parallax scrolling missions. 

• Mind-blowing sound effects. 

• 6-channel stereo sound. 

• The fastest 3D sections EVER on the Amiga. 

The ACTION will blow your mind! 



The VISUALS will blow your mind! 
The PRICE will blow your mind! 
STARDUST - £ 16.99 - OUT NOW! €^ Hi 

From all decent computer game shops. 

ask from your local dealer now! 

Or. order from: 





"It's more than a straight flight sim:, 
D.I.D. have emulated multi-million dollar 
flight simulators. When you play TFX the firs) 
thing thai hits you is the detail of the landscape... 
over seven million square km appears on screen, 
with hills, roads and mountains all in the 
right place." THE EDGE 
"The graphic detail is quite superb, with stunning 
visuals and strong sense of image, TFX is quite 
often like watching a movie... when I first saw TFX 
my jaw dropped so far il took me 15 minutes to find 
it again! It's fast, good looking and fun." PC REVIEW 





Tactical Fighter Experiment... the only 
choice worth making where state of the 
arl flight simulation is concerned. 



Take control ol one of three ot the finest 
aircraft money can buy: 
Eurofighter 2000 
Lockheed F 22 

Lockheed F 1 1 7 Stealth Fighter 
TFX... a simulation at the cutting edge of 
aerial combat enhanced by unprecedented 
in-depth research and authentic flight detail, 
lake on the missions... fight for peace. 




OCEAN SOFTWARE UMttED • 2 CASTIE STREET ■ CASTLEHElD ■ MANCHESTER • M3 fltZ ■ TELEPHONE! 061 832 6633 ■ fAX' U6I 83/1 066U 
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If you thought you'd seen enough Asteroids clones to last you a lifetime then think 
again 'cos you ain't seen nothing yet. David Upchurch shouts "Let's rock!" in a slightly 
sad manner. 

loodhouse. eh? What a bloody 
(ho-ho!) stupid name (or a 
new development team> If 
you're going to have a silly name you 
might as well make it humourous. 
How about Bogiehut? Or Mucus- 
mansion? Just some ideas, you 
know. Still, if they're happy with it 
then I suppose we should be too, 
especially if they keep coming up 
with stuff as good as Stardust. 

There are no prizes for spotting 
that the game is heavily 'inspired' by 
the old Atari coin-op Asteroids. In a 
little rotate-'n'-thrust spaceship, the 
player must blast his way through 
thirty screens of tumbling rocks and 
alien spaceships spread out over five 
war zones. 

Your ship starts off fitted with a 
pathetic three-way laser and a shield 
which can be activated at any time 
(as long as you've got enough juice 





Certain aliens release weapon 
upgrades when destroyed and, if 
picked up, these can be toggled 
between via a sub-menu called up 
with the spacebar. 



In the Warp Tunnel you view the 3D 
action from just behind your ship. 
Your task here is to blast the aster- 
oids and avoid the mines until you 
eventually reach the next zone. 

to power it). Along the way there are 
various icons left behind by the 
smashed asteroids and zapped aliens 
which, if collected, will top up your 
energy and shield power as well as 
enhance your laser's performance. 
Some aliens even leave behind high- 
er-powered weapons to add to your 
arsenal. 

When Bloodhouse first revealed 
their existence earlier on in the year 
we were very excited - after all, it's 
always good to see fresh talent 
entering the Amiga games scene. 
However, when they announced that 
their first release was going to be an 
Asteroids variant I have to admit that 
we could hardly sustain our excite- 
ment. Oh, it looked very pretty but 
surely the Asteroids concept had 
been pushed as far as it could go? 

How wrong we were... 






Fubiithtr. Daze 
Bloodhouse 



£16.99 Out Now 
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Joystick 




[THE VERDICT 

Stardust may look pretty from the 
screenshots but you've got to see ft 
running to really appreciate how 
beautiful it is - the animation Is out- 
standing and everything moves sooo 
smoothly. I've no idea how they did 
it but - by God! - I'm glad they did. 
Of course, the really good news Is 
that the gameplay is as good as the 
graphics. The control over your ship 
is responsive and instinctive and, 
although the game starts off very 
traditionally with just a few aster- 
oids rolling about, things start to 
become much more Interesting 
when the aliens appear - their attack 
modes are varied and quite cunning 
with a surprising amount of strategy 
required to defeat some of the nas- 
ties. It's definitely not a case of just 
sticking the joystick on autofire and 

spinning around ad Infinitum. The [LUSTHaiLITV 
3D sections break things up nicely 
and they look stunning (like the rest 
of the game) - Bloodhouse could've 
created a game out of these bits 
alone. I've got a feeling that 
Stardust is going to be a game that 
people will either love or hate. Yes, so 
at the end of the day it IS just a super- 
enhanced version of Asteroids, but in my opinion there 
are enough unique gameplay features and superb touch- 
es to make It far more than just another PD-style clone. 
And at an asking price of £16.99 it's an absolute bar- 
gain. Stardust is fab, basically. 
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A1200 
CD32 



There are no noticeable improvements arising from 
running the game on an A1 200. and there are no 
A1200/CD32-specific versions planned. Just think, 
though - if Bloodhouse can do this on an A500/600. 
imagine what they could do on an A1200 or C032... 
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The first ever splatform hero is here! Our very own 
phi em -induced Simon Byron peeks into his hanky for the 
lowdown on Psygnosis' latest. 



here are many things in life 
which can be loosely termed 
'toys'. Some amount to little 
more than well-placed marketing 
campaigns designed to fool you and 
me into splashing out for a present 
for little Johnny at Christmas. Lego is 
one such 'toy'. Sure, you can build 
blocky dwellings for vaguely mov- 
able characters but where's the fun 
in that? Toys are meant to be played 
with, not sold in small parts for over 
£1.75 each. And did you ever invite 
any of your mates round for a quick 
game of Lego down the park? I 
didn't think so. 

But now there's a real toy in town, 
travelling under the rather unfortu- 
nate name of Globdule The only 
problem is that his pleasure-inducing 
potential has yet to be realised 
because he's confined to the dank 
depths of a cavernous prison with no 
chance of escape. Or so he thinks... 
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It's down to the wizard, you see, 
who's recent appearance has now 
presented Globdule with his big 
chance - an opportunity to manipu- 
late this magician into transforming 
Glob's perfectly gooey self into a 
desired-by-all toy. However, the 
wizard has one condition - namely 
that Globdule must make his way 
through all the various themed 
worlds, collecting all the gems and 
assorted bonuses from all the levels. 
If he can do this then he'll be able to 
take his place on the Toys 'R' Us 
shelves next to the My Little Ponies 
and a doll that randomly vomits over 
your best strides. 

If you have a cold or a bad cough 
at the moment then you should have 
some idea of whether Globdule Is for 
you, but if you're bothered about 
knowing what I think then take a 
look at the Verdict. Not that anyone 
ever listens to me.., 



Spikes and 
flames are two 
of the most com- 
mon hazards 
Globdule has to 
face and are best 
avoided. Glob's 
energy is 
displayed bar- 
like on the left of 
the screen and 
each hit will 
remove one sec- 
tion and send 
him spinning off 
Into the distance. 
Lose all your 
blocks and you'll 
lose a life. mate. 




© 



To leave a level, 
Globdule has to collect 
a speficied amount of 
gems and absorb a set 
number of eyes. These 
totals deplete as your 
journey continues until 
the red exit square 
emits a dazzling display 
of sparkles, indicating 
that you've done 
enough work. The other 
bonuses, such as cakes 
and stars, are additional 
pick-ups which reward 
you with extra energy 
and lives once 
you've snapped up 
enough. 
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(Above) As you've probably noticed, Globdule isn't your run-of-the-mill plat- 
form star. His sticky properties enable him to hang on to virtually any sur- 
face, so most of the walls can be used to reach other parts of a level and 
gain access to a whole host of secret bonuses. He can crawl and leap his 
way through the zones, the latter ability necessary for clearing the areas of 
nasty flames and spikes. 
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You'll come across a number of doors through which you can only pass if 
you've collected the relevant coloured key. Then, by sliding slightly up the 
obstructing door and pressing fire whilst moving the Joystick towards the 
door you can permanently open these entrances so that you can pass 
through them time and again. The game will automatically select the 
required key (If you've collected It, that Is), so there's no fiddling around 
with the keyboard. 



REVIEW 
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Pui,i.,htt Psygnosis 
i » Ammo Design 



£36.99 Out Now 



1Mb 



THE VERDICT 



At last - a platform game (or 'splat- 
form', as Psygnosis are touting it) 
with a degree of originality. How 
refreshing it is to not have to hit 
secret blocks to reveal bonuses, or 
meander along horizontally-scrolling 
levels merely jumping on heads. 
Clobdule has definitely got an initial 
hook. The difficulty curve is nicely 
judged, with the individual zones 
steadily increasing in size as your 
control over Clobdule is perfected, so 
you can at least get to grips with the 
game mechanics before things 
become too frantic. After a while 
some of the level maps do become a 
bit of a joke - they're so huge 
Psygnosis won't be releasing a tips 
book, more like an A to Z! It's possi- 
ble to spend upwards of five minutes 
retracing your steps and this can 
become a tad repetitive - a few dis- 
crete arrows in the background 
would have been welcome here. 
However, the size and amount of these 
levels ensure that if you feel like completing 
the game then you'd better make sure your social calen- 
dar is completely free. There is one really major gripe, 
though. Because Clobdule bounces all over the place 
after even the slightest graze and you invariably end up 
losing at least a couple more energy points as Clob 
rebounds off several previously unseen hazards. It's easy 
to lose a life from these situations and it's bloody annoy- 
ing, I can tell you. Hmm... I seem to have spent the 
majority of this Verdict moaning iwhat's new? - every- 
body' but this isn't really a true reflection of the game's 
quality. You certainly won t be disappointed if you do 
stump up the cash, but with a few alterations Clobdule 
would have been a Lemmings-sized hit. 
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Abowo) This is |ust an itsy-bitsy teeny-weeny section of one of the easier 
levels, pieced together for your delight. The lack of meanies goes some way 
to make this level slightly easier than most, but the spikes and flames 
ensure it is by no means a push-over. All the gems you need to collect are 
hidden off in a secret area to the top-left of this map but lack of space pre- 
vents us from showing you it here. Sorry. 



(Below) Globdule's only method of dealing with the assorted creatures is to 
baffle them with an abcrobatic spin. The smaller meanies only take one hit 
but the larger ones require at least two direct hits to their shell-likes before 
they'll disappear. Once you've managed to do them in they'll deposit a pair 
of eyes which Gtob can absorb, for reasons not exactly clear to me. It's a 
good Job there aren't any Stevie Wonder creatures, is what I reckon. 




A1200 version? Nope, sorry. CD32 ver- 
sion? Not much of a chance. Mega Drive 
version? Probably - you know what soft- 
cos are like for milking the cash cow. 
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REVIEW 




When the cry went up "Anyone for seconds?" it was David 
Upchurch at the front of the queue (as usual). What he didn't 
realise was that it was Psyggy with their kung-fu sequel. Doh! 



When Robert Maxwel 
slipped on a barnacle and 
tumbled overboard to his 
doom a few years he dragged more 
than just his swimming trunks and a 
half-eaten piece of toast down with 
him. Various companies and sub- 
sidiaries of the Maxwell Empire took 
the final dive along with him. of 
which one (and the only one of any 
importance as far as games fans are 
concerned) was the late, lamented 
MirrorSoft. 

Pity poor VID's excellent First 
Samurai. It had the misfortune to be 
released just days before Mirror- 
soft's demise, and so never had the 
distribution and support it deserved. 
The few copies on the shelves were 
soon snapped up and that was the 
last we heard of it, bar a brief re- 
release a few months later in a com- 
pilation along with Mega-lo-mania. 



Hopefully, with Second Samurai, 
VID will get the recognition and suc- 
cess they deserve. The game follows 
on directly from the first, with the 
young Samurai continuing his pur- 
suit of the evil Demon King (who 
murdered the Samurai's Master, triv- 
ia fans) through time and space. But 
although the King is even more pow- 
erful this time around, help Is at 
hand from Mage, the warrior/wizard 
friend of the Samurai's, whom a 
friend can take charge of for simul- 
taneous two-player action. 

The scene is set, then, for kung- 
fu style action a-plenty, with the 
Samurai and Mage battling their 
way through level after level of the 
Demon King's minions both past, 
present and future. Imagine The 
Water Margin crossed with The Time 
Tunnel and you'll get some idea of 
what I'm on about. 



But it's not atl kill, main and 
gouge, oh no. There are arcade 
adventure-ish puzzles to be solved 
and tasks to be completed if the duo 
are ever to reach the King's moun- 
tain fortress and finally put an end 
to his reign of misery forever. 

Exciting, eh? 




(Above) There are toads of cnd-of- 
level nasties to defeat, all of which 
have been designed with a bit more 
imagination than most. Take this 
giant robot, for example. As he 
stomps around it's your task to knoct 
chunks off him, but as you do little 
repair droids float on-scr»en and try 
to fix him back up. So you've not on) 
got to keep bashing away at big boy, 
you've also got to make sure the 
repair droids don't reach him either 



You start with just your fists and feet to protect you. but it won't be long 
before you collect power-ups like swords, knives, smart-bombs and Invulnee 
bility spells. Once found they're stored in your inventory and it's up to you l 
decide when to use them - it's called 'strategy'. There are also experience 
points to collect, contained in pots along the way, and the more you colled 
the more of the game's end-sequence you'll see should you ever finish it. 





REVIEW 



There are three types of two-player mode. The easiest is 'friendly', where 
you can't hurt the other player, while tougher is 'stun', where your blows, 
er, stun the other player. Finally there's 'kill', where you can actually 
slaughter your partner. While the latter is fine for settling any private argu- 
ments you and your mate may have, it's no way to progress. 

Although the main course of the 
game consists of slicing and dicing 
bad guys while jumping around plat- 
forms, there are some interesting 
little side orders that pop up occa- 
sionally. Like this shoot- 'em-up level, 
where you don a jet-pack and have to 
scoot around /.ipping the marauding 
robots. I know it looks very bizarre 
but. look. I didn't program the game. 

all right? 





You'll come across magical teleport crystals from time to time, which can be 
activated by standing over them and holding down fire (shown inset). These 
crystals come in two flavours: big, which are important and whisk you on to 
the next stage or level; and small, which beam you into bonus rooms or sub- 
games, like this hack-'n'-slash version of Asteroids shown here. 
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Puttitihmr: Psygnosis 

Oeve/oper: 
Vivid Image Design 



£29.99 Out Now 



Not Hard Disk IniUllabl* 



Joyitick/Kvybadrd 



Memory 
1Mb 
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[THE VERDICT 

When you first load up Second 
Samurai you'd be forgiven for 
thinking that Psyggy had pulled a 
fast one and slipped you a copy of 
First Samurai in a different box. 
Superficially the two games appear 
very similar; despite the nice paral- 
lax backdrops, the graphics have a 
slightly dated look (circa 1989, I'd 
say), the sound appears to have 
been transplanted straight across to I 
the sequel and the gameplay is just 
more hacking-'n'-slashing mayhem. 
It doesn't take much playing to 
prove this theory wrong, however. 
Agreed, the basic gameplay is the 
same but VID have made various 
tweaks to it, mainly for the better. 
The level design is a lot tighter for a 
start, and you're guided around each 
level rather than left to wander at 
will (a good thing in my book, as the 
first game's aimless meandering got 
quite tiresome). The puzzles are a 
lot less obscure as well, almost to 
the point of redundancy - I doubt 
you'll be stumped by any of them 
for more than ten seconds, but at 
least they provide some sort of structure to 
rest the relentless fumpin' and fightin' on. And relentless 
Is the right word - the enemy seem to be in almost 
unlimited supply, ensuring that there's never a dull 
moment. Sadly your Samurai doesn't seem quite as fluid 
and easy to control as he used to be - must be age catch- 
ing up on him - but even so you can still pull off some 
satisfyingly acrobatic combat moves with relative ease. 
One thing I did like about Second Samurai was the pleas- 
ant vein of whimsical humour running throughout, 
although how modern beat-'em-up fans who seem to 
like their violence laced with over-the-top gore a la 
Mortal Kombat will react to it I don't know. Second 
Samurai won't be everyone's cup of Saki, but I know 
what I like and I like this lots. 




% Here you're attacked by .i giant skull on a chain which must be defeat- 
ed before you can grab the helicopter platform in the bottom-left of the 

screen... 

9 ...Which you use to get over this ledge. 

* Use the bouncing block to pass this dangerous lava pit. 

« A curious cannon. Push this under the hole in the roof (which used 

to full of flames), light the blue touch paper and then stand on top of it 

and you'll be blasted up through the roof to the next stage! Simple when 

you know how. 




A1200 
CD32 



Good news, A1200 owners' Although this version 
won't run on your machine, there will be an A1200 
version 'soon' (well, that's how Psyggy put it) fea- 
turing enhanced colours, sound and all those other 
good things you've come to expect from an A1200- 
specific game. No news on a C032 version, though. 
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Matt Broughton is a dab hand when it 
comes to stuffing fresh fruit and small ani- 
mals down his pants, so who better to take 
a look at Empire's latest platform offering? 
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Hewlett is an apprentice wizard 
■ and a bit of a swotty one at 
that. Being top of his class 
and a bit of a girly spaz, Hewlett has 
stayed behind one night to tidy up, 
and ended up accidentally opening 
the trap door that leads to the 
Grand Wizard's store of magical 
creatures. They seized their chance 
to escape into the magical land- 
scape surrounding the school and 
now it's down to you to find and 
recapture all the creatures. 

No prizes for guessing that this is 
a platform game, but here you must 
travel through four different worlds 

- each containing eight levels and a 
number of secret and bonus rooms 

- as you search for the missing crea- 
tures. Sand Land, Wet World. Plastic 
Place and Future Zone must all be 
negotiated, four levels at a time, if 
you want to recapture the creatures. 

Collecting the animals is easy, just 
stun them with a bolt from your 
wand, stuff them down your pants, 
and then banish them to the base- 



No platform game would be 
complete without a dissolving plat- 
form or two, and Magic Boy is no 
exception. Gasp in amazement as 
platform after platform crumble 
under your chubby lad's weight, with 
the ever present threat of doom only 
centimetres below. This is a partlc- 
ualarly nasty position to be in 
because even if you do get past the 
platforms, those green and orange 
blocks hide spikes just waiting to 
penetrate your murky depths. Oo-erl 

ment below. Getting to the animals 
won't be quite so easy as you need 
to cross platforms, sticky blocks, 
toxic pools, icy surfaces - all the 
normal platformy problems you'd 
expect to find in a platform game. 
Special blocks can be found through- 
out the worlds which, when shot, 
release either a point-earning fruit or 
any of a number of power-up icons. 
You can upgrade your wand to shoot 
bolts of varying power and patterns, 
and also collect bonus letters, keys, 
extra lives, continues, etc as you trav- 
el across these strange and interest- 
ing worlds. Onwards, ever onwards! 




Once you've stunned the creatures 
with your wand you can stuff them 
in your pockets before sending them 
down below. The more creatures you 
send In one go, the more points you 
score. But don't take too long about 
it - there's nothing worse than hav- 
^ing j fish down your pants when 
Be^ft ii wiihi's up I tiin tell you! 

e* 



Each of the levels has a different 
number of creatures that must be 
collected and though there is no 
time limit as such, you do need to 
move fairly swiftly or else the crea- 
tures will start to escape back Into 
the world. 




HE VERDICT 



My word! An okay platform game! 
Yes, I actually enjoyed this one. Dig 
deep through that cute and fluffy 
exterior and you'll find the beating 
heart of a well designed platform 
game. I know we've had more than 
a fair handful of platform games 
lately (don't we always!) but this has 
some nice touches and looks and 
sounds a treat to boot. The graphics 
are nice and colourful without mak- 
ing things too heavy on the eyes, 
while the sonics are musically pleas- 
ing with some top spot effects. The 
worlds feel very different thanks to 
lots of graphical backgrounds, ani- 
mals, and a good use of platform 
layouts, and the secret rooms are a 
nice touch that should keep the 
'console lover' happy (although I did 
find myself Just trying to complete 
the level before the animals escaped 
rather than searching every nook 
and cranny for a bonus room). 
Hewlett moves nicely, and although 
he's sometimes a tiny bit sluggish 
when jumping, there's a thankfully 
low amount of dying because of bad 
game design rather than your actions. 
The numerous platform types and pick-ups are, while 
being nothing new, very nicely done and occur with 
enough to keep you moving without hindering too much. 
There's also a good mixture of point collectables (I.e. fruit) 
and weapon/bonus items on offer although it would have 
been quite nice to be able to discard unwanted pick-ups. 
It's good that you can choose to approach the levels in 
whatever order you fancy, as this avoids the 'Manic Miner' 
problem of being stumped by one level, thus bringing an 
end to any playing. My only real complaint Is that some 
levels are either way too easy or far to hard. I completed 
the first eight levels - i.e. the first world - on my second 
go, while other levels seem to be completely impossible, 
forcing you to choose another level even though you 
know you're going to have to tackle it eventually. End of 
the day? Excellent for what It is, but not exactly original. 




Nop! Nothing v.igunly resembling an A1200 version 
to be found here, I'm afraid. There are no plans to 
pl.iy with the CD32 either, but there are a number 
of limited editions ot Magic Boy that come with a 
copy of The Cool Croc Twins. Hurrah! 
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J^r FOOTBALL MASTERS A 



Quite simply the besl Football management game for your computet. 
We have served thousands of satisfied customers duniHj out 4 yews ol 
hading Over 1 0.000 man houis (during 5 years) has been dedicated to 
Hie production of this constantly improving gome It is one of the most 
reuletk and accurate representations ol u professional football managers 
(ifinual challenge to tocncolly oat wit and conquer every opponent 
Managers ; 1 to 4 Human players, Ratings, Performance statistics, sock 
ond offers 3 Difficulty levels, Moroger of the month onri season 
ownided, Pooh, Pick any team m any division to begin with 
league & Cup Premier 22 teams, Division 1,2 & 3 hove ?4 tennis, 
Ploy-offs, fables 7 Cup competitions with precise rules (7 legs, extin 
time, away goal rule, seeded draws, European Cup tobies, S subs, 
non-domestic playei restrictions etc.). finalist route to glory 
Games : Yeotfy fixtuie/prevtous list, Week fixtures/results. Results from 
pievious meeting with opponent (goes back up to 6 seasons). 



EASY TO PLAY Animated 



Wresthng gum 



Joystick or Mouse. 
I or 2 players 




Players ; Real Irfe statistics reflecting the start of 93/94 season with 
real positions, height, age. live transfer market, Contract & wage 
negotmtmns. Preferred fool (left/right/both). loons, Injuries, Tioming, 
Special talents, Trainees, Goalkeepers (separate skill categoties), 
Defenders, Midfielders, Attackers & Utility. Retirements. Foreign 
ttonvfeis. Unhappy players, fop 10 Hot shots, 
learn : Training, Talks (IS different styles), Aggression, formation 
allows specific plover field sortings (left winger, Sweeper etc.). 
Club : Sponsorship, Ground improvements. View opponent, finances 
The Mulch Real tune scoreboard reporting goals 8 injunes yellow/ted 
catds, Sound effects, Interventions permitted at any time to 
change luetics, formations and moke subs Physical graphical penalty 
participation (optional). Over 80 different referees. 
Otliei * fust load/sowe. Printer access, ?0 Options to set vorious 
gome preferences, Instruction book, [osy to piety, Technical support. 
Plus Over I DO other meticulous refinements impossible to list here. 
jdiloi _ Allows you to omend vonous items m soved gumos. SI? filro 
CXI Scottish DeoValed version details avoiloble upon request. 



CRICKET MASTERS 



Ihis is a purely mcrnogerial cricket monogei gome that concentrates on 
strategy and includes plenty of relevant statistics The game has been 
Designed and developed by a true fan of Hie sport It replicates everything 
that a real manager has to contend with and it's a totally unique 
production that anyone with on interest in Cricket should experience. 
A summon/ of the moin features ts shown below:* 

• AXA EQUITY & LAW 1 8 league county teams, 50 overs per game. 

• 4 Cup competitions wluoing Benson & Hedges, Nat West 

• 20 different match umpires with occurate names ond strictness. 

• Accurate player details Surname, height ond oge. 

• 27 different player otmbutes Most skills have o direct impact on the 
effectiveness of each wdrviduals actions during a simulated match. 

• Easy player selection. AH gome text is clearly presented. 

• Batting and bowling overages. Top bolting and bowling tobies. 

• 3 Different naming intensities to boost Dotting, bowling or fielding. 

• Weother. pitch ond light often moke on impact on ground condition. 
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This gome has been designed to be as close to leol racing as possible. 
Five years of development by a clever racing expert has led to the 
second revision of this Flat Horse Rocing Simulation. 
Up to 4 players enn participate as Owner Trainers with the primary 
objective of becoming the top rated trainer, in tespect of prize money 
won, at the end of each racing season (March to November) There 
are up to 35 other intelligently controHed computer trainers to compete 
against and compare your personal performance. 
To ochieve this oim you must discover a potential champion ond train 
them so that they become capable of competing weU and winning any 
of the 47 big prize money races (Handicap ond Group), eg. The Derby 
To give you on idea of the tools provided in this gome to assist you 
reaching your objective we have listed the moin features below:- 

• 250 horses each wilti over 60 independent variables. 

• 26 different race courses (2 all weother), real Irfe characteristics 
mirroring the diversity of racecourses in the UK (descriptions provided). 




• 20 iockeys who vary in ability ond booking fees. Orders & Feedback. 
■ f ormbook and Win Summary Coids cover the previous 200 races. 

• Animated race display ot just the result. View Declaration list for races 

• Very informative report by Heod stobte lod. Tipsters. Bookmakers. 

• Rocecords similcu lo rocing press. Real life Handkops 8 Race Types. 

• Viruses, Injunes & Vets. lood/Sove gome. Many ofhei items included 
Version 1 is available upon request (Simple training & betting) @ SIS. 



• Full match highlights let you 
watch the action boll by ball with 
full graphics and/or realistic 
sampled sound effects for 
significant events (Fours, Umpire 
decisions, etc.). Interventions ate 

permitted ot any time to change bolting toches or fielding plocings. 

• 3 Btffling/Brjwling classifications (Normal, Attack and Defend). 

• Choice of 1 5 different held plocings. 

• Full scotecord results with best botting ond bowling figures. 

• Other staff (Physio, Groundkeepei, Scout) con be hired ond fired . 

• Annual league fixtures listing. Current week and lost league lesults. 

• View cunent cup competition dtaws ond historic records. 

• Real rime transfer market. Player contract ond woge rtegotwhom. 

• Sponsors, Printer access. Finances, Poor ground fines, Monogei rating 

• 1 5 Options to alter game preferences. lood/Sove gome 

• Instruction book with plenty of examples. 

• Plus many more fine details that we ate unable to list here 
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by Rocecoll, regulated by the Tote, this program 
joint second. This led to a serious approach from a well 
national book maker. Rerected in favour of supporting the public. 
Winnings StotislKs : 104 wins out ol 166, os horn 2/6 to I /9/?3 
formula This program tells you exactly what to do. Vou ore NOT 
permitted to amend our system unlike so many other similar programs. 
How confident con you be m something that invites amendments! 
Research fi Developmeni Three years full time race analysis ond 
experimentation to refine ond lest the prediction system. 
Inside Knowledge Plenty of unique hints from contacts in the know. 
User Friendly No racing knowledge required, easy to use. tutorial book 
Restricted Sales As soon os our programs predictions hove a prolific 
impact on the betting odds we will stop accepting new buyers. 
Monthly Updoles Highly rtcommended option. If ony update foils to 
break even we'll send the next one free of charge, from £25. 
Pike Increase Highly likely. Buy now before success forces increase. 
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Professional football Masters V4 
PJX Eortor V4 
Stable Masters V2~ 



Oracle Hor se Tipster (RRP £99.95) 
Cricket Masters 



World Cup Cricket Masters 

Wrestling Mostas 
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12.00 



24 95 



7S.( 



24.95 
24.95 
19.95 
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You'd expect to find an intro with 'settle 
down' somewhere in it but because we 
used that in the Work In Progress a few 
months back we feel it would be unfair 
regurgitate it here. Anyway, Simon Byr 
reviews this latest from Blue Byte. Okay 



ay back in about 1985 (or 
imething like that, any- 
way). Activision released a 
piece ol software for the Com- 
modore 64 known to its friends as 
Little Computer People, because 
that's what it was called. It wasn't 
a game as such but more of a com- 
puter 'pet'. Every disk housed a 
unique individual whose traits were 
different to anyone else's and they 
all came with different names, their 
own personalities, a habitat and 
even a computerised dog. 

When you loaded up LCP for the 
first time you'd see your newly- 
acquired pet person move into his 
little house with the excitement of a 
small child discovering a new play- 
area secretly hidden away at the 
back of the garden. By communicat- 
ing via the keyboard you could 
instruct him to play a game of cards 
with you, write you a letter, feed 
himself, that kind of thing. And 
although in truth your LCP was 
about as pet-like as a pot of yoghurt, 
at least it was better than having a 
dog that crapped on your sofa all 



the time. And you didn't need to 
walk H. | 

Up until now the LCPs were the - 
most charismatic computer beings 
ever to have been stored on floppy 
but their reign is ail but over. The 
Settlers, you see, are thousands of 
such cute characters under your 
command living in their own unique 
and vaguely Medieval land. By 
instructing them to erect buildings 
and fortresses you can create .» fully- 
working community which will hope- 
fully conquer its neighbouring terri 
lories and overthrow any villagers , 
who happen to be living there. 

Starting with only a castle con- 
taining an almost inexhaustible sup- 
ply of Settlers, you need to set routes 
to and from your stronghold, estab- 
lish a productive farming and min- 
ing operation and thus maintain a 
sufficient supply of raw materials to 
satisfy your tiny blokes' increasing 
demand for tools and food. 

Yes, so it's a God game but, 
although you may think you've seen 
this thing a thousand times before, 
you ain't seen nothing yet Really 




he tiny villagers aren 1 
too keen to wander over grasi 
(unless they're formers, wood 
tMiifi s foresters or rock bash 
6rs) so it's important to lay 
down roads trom oil the vari- 
ous buildings so that the men 
Kan reach each location quick!) 
and without getting their 
shoes too dirty. Flags are used 
to plot the layout of the walk- 
ways so by creating a number 
of flags and networking them 
Together you can have a com- 
plicated road system. Now all 
you need to do is neglect it fo> 
a number ot years and you can 
run for a place in local 
Government. 




You can capture territory in one of two ways and the choice is entirely up 
to you. By erecting military buildings close to the border you extend your 
kingdom's boundaries, with any enemy structures affected by this bursting 
into flames. A far more constructive means of swallowing up your 
opponents land is to send in a group of knights to sort them out. 
Whenever you do this, a mini-tight lakos place with each guard taking 
turns to swipe at each other. Win this skirmish and you'll control the 
I I enemy's fortress and your territory will be increased. 



You begin the game with a 
huge map consisting of a 
variety of open plains, 
mountainous areas and 
lakes of differing sizes. The 
first thing you need to do i 
place your castle in a spot 
where there are sufficient 
amounts of stone, wood, 
water and other minerals. 
These can then be mined 
and used to manufacture 
tools and assorted helpful 
items. Once you've opted 
for a spot, your territory's 
perimeter is mapped out b 
a ring of coloured p»QS Mi 

the game can begin in 
earnest. 
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Most of the villagers gather 
supplies depending on their job 
descriptions but more valuable 
resources such as coal, gold, 
iron, etc. need to be mined. If 
you spend most of your time 
randomly setting up mines then 
you're likely to waste time and 
effort. However, professors can 
be dispatched to survey any 
hilly parts of the map, leaving 
'tags' when they come across 
potentially rich mining areas. 

The Settlers has a number of 
different modes of play. You 
can indulge in split-screen 
action against a mate, take 
part in a series levels or even 
play against up to four com- 
puter opponents. The amount 
of villagers each 'player* Is 
allowed depends on how 
much tree memory your 
Amiga has, with the more 
powerful machines permitting 
upwards of sixty-four 
thousand little sprites. 



You can construct as many 
buildings as you Ilka as long as 
you've enough wood and stone 
in stock to complete them. 
There are a number of different 
properties to erect varying 
from simple huts to huge bar- 
racks. Once you've decided to 
initiate their construction * 
bloke will trundle down to the 
proposed site and begin build- 
ing. Once completed, another 
Settler will move in and begin 
his daily duties. 
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My community Is positively thriving, as you can see. What you'll fail to 
notice from this Static 'screeny', as we call them, is the range of wonderful- 
ly animated characters, from fishermen to labourers, who constantly wan- 
der around performing their jobs. Youtl often find yourself forgetting 
about the game in progress and focussing on a specific individuals like the 
ho II pick • ire*, cut it down, proceed to chop it into little 
and then tart thr lumr»e# back to your castle. 
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THE^VERDICT 

To put it succinctly, 
one of the most Impressive games 
ever to have come out off Germany. 
Or anywhere else for that matter. 
It's been a while since I've played a 
strategy game for as long as I spent 
on The Settlers. I think that Dune 2 
was the last 'serious' game I could 
whole-heartedly endorse and this Is 
certainly on par with that. Of course, 
the game's main selling-point is the 
sheer character of the Settlers them- 
selves. All the little bods meandering 
around are just brilliant and even 
though they're only a few pixels big, 
like the Lemmings, the amount of 
personality they display is breathtak- 
ing - it's definitely a game you fall in 
love with instantly (but I don't want 
to snog it or anything). The game- 
play itself can't be faulted. As far as 
options and possibilities of building 
up your civilisation go you've got 
more than enough to keep you 
happy and there's hardly any oppor- 
tunity to get bored. That said, the 
menu system is initially a bit over-complicat- 
ed and although the programmers have tried their best 
to keep it as user-friendly as possible, it's a bit hard to 
get into. On-screen labelling of the building menu would 
have helped here. Some people in the office have 
remarked that there's not enough fighting to do (condi- 
tioned by Syndicate, perhaps) but in my eyes the balance 
Is Just right - for once I'm more than content to play a 
cute game with no blood. If you've played all your God 
games to death and are hungry for some more then The 
Settlers Is much more satisfying than a truckload of 
Snickers. By the way, did I mentioned how brilliant the 
graphics are? (Yes. - Everybody.) 
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Although not specifically enhanced. The 
Settlers does take advantage of the A1200's 
additional memory and tailors the graphics, 
sound effects and level sizes to fit. There are no 
definite plans for a CD32 version but I'm sure 
that If you pester Kompart enough then they'll consider H. 
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We've been receiving disturbing reports of mass carnage, 
immense fire-power and much blood-letting being done in 
a very humorous manner. Matt Broughton, The One's very 
own war correspondent, reports from the front line. 



Twenty-four missions await you, each split intc 
several phases (that's seventy-two In total). Com- 
plete a mission and your current squad will ear- 
promotions galore. Lose anyone and your stock 
supply of reserves will be called upon to carry or 
Run out of reserves and it's game over. That's it 



"G 



o to your brother. Kill him with your 
gun. Leave him lying in his uniform. 
Dying in the sun." 
I will place a ten pound bet with you, right 
now, that if you buy Cannon Fodder and hear the 
brilliant opening theme song you'll be humming 
it to yourself for the next two weeks at least. 
Those are the words above, just in case you have 
trouble making them out. 

Cannon Fodder is the story of one man's strug- 
gle with another. A tale of war. Of heroes and vil- 
lains. Of good and evil. Of one man's might and 
another man's ammo. 

Actually it isn't. It's lots of men with guns 
shooting each other. Imagine you gave the Lem- 



WHAT THE MAP SHOWS 



mings combat gear and put them in a jungle. 
That's Cannon Fodder. War with a sense of 
humour. There's no storyline - just take a small 
squad of men into each of the war zones and kill 
things, maim things and blow things up. Survive 
and you get promoted. Die and you get an 
unmarked cross on a hill somewhere. There's no 
glamour, no glory and, better still, no moral cen- 
sor so there's plenty of blood (bang goes the Nin- 
tendo version, I suppose). 

The carnage takes place over several locations, 
including jungles, arctic ice-packs, urban military 
bases and even English countryside. Take cover 
behind tractors, hide behind stately manors, kill 
that git Lovejoy. 




r - Notable landscape features (such 
3J as this Skidu ramp) are Included 

but due to their sit* It's not 
always apparant what they are. 



your men 
you split 
teams u* 
then thf 
will bo r» 
pie cross- 
obviously 




Vehicles are 
always showr 
as small boaei 
The map Is a 
reduced pic- 
ture of the 
overall 
game area 
so all detail 
Is going to 
shrink. 




Apart from unlimited guns your 
lum can find a good supply of 
grenades and bazookas to fire. 
Ranged weapons are used for 
destroying buildings and really 
tough bad guys, although by far the 
most satisfying use of a bazooka is 
to use it to put someone 'out of 
their misery'. You see. when you 
shoot someone, you don't always 
kill them. Heh. heh. heh... 



Vehicles come Into play in the later 
stages of the game. Jeeps, tanks, 
skidus and helicopters all allow your 
team to cover greater distances 
faster and spread the bloodshed. 
Even better, you can use the ground- 
based vehicles to run bad guys over. 
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Swimming is dangerous. Sometimes 
it's the only way to get from A to B 
but the trouble is, when in deep 
water you can't fire. The best way 
around this is to separate your team 
and use one or two men to provide 
covering fire' while the others wade 
across. 




Strategy comes to the fore when you 
start splitting teams. All the weapons 
are split as evenly as possible when 
you divide, but if a separated mem- 
ber dies he takes whatever he was 
carrying with him. Fortunately, while 
you're controlling one team the com- 
puter takes care of the other, auto- 
matically fighting back if an enemy 
approaches. You can use this to set 
up all sorts of ambushes and the like. 




Different scenarios mean different 
challenges. Jungles can throw angry 
natives, spear traps and quicksand 
at you (not literally, obviously), 
while enemy bases are protected by 
unclimbable fences and heavy 
artillery. Oh. try and find the baby 
seals while In the Arctic levels. I'll let 
you decide what to do with them 
once you're there - but let's just say 
that Greenpeace wouldn't like it. 



Your plucky band of heroes are 
about to embark on their odyssey of 
carnage. The controls are simple 
enough, left-clicks mean fire your 
gun towards the cursor, right-clicks 
mean walk. You can set up a move- 
ment path for your men by repeat- 
edly clicking a number of 
'waypolnts' in quick succession. 
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End a mission intact and whoever's 
left will earn their stripes. You also get 
a roll of honour at the end with the 
names of each man who bit the dust. 
A fallen hero also gets a gravestones 
on the reserves hill, marking his con- 
tribution to your noble campaign. 



After the successful completion of a 
mission you'll be awarded fifteen 
reserve soldiers, freshly recruited 
and ready for action. Each time you 
lose a man in action, he's replaced by 
one of your reserves. Los* them all 
and you're In trouble (I think he 
means it's 'game over' - Simon.) 



THE VERDICT 

Brilliance. Sheer, unadulterated bril- 
liance. Cannon Fodder Is quite sim- 
ply one of the best strategy/action/ 
shoot-'em-ups to appear for ages. 
See, ft doesn't even fit into a nor- 
mal category - always a good sign 
for a game. I must admit, when I 
first saw It I had thought to myself 
Hmm, it's a bit easy isn't it?' Then 
the Introductory levels ended and 
the real fun started and I haven't 
stopped playing since. Say what 
you like about the Sensl boys, but 
they can produce some damn fine 
games with some damn fine 
humour. Complete a level and all 
the men do little victory jumps or 
standing salutes (reminiscent of 
scoring a goal in SensiSoccer). Or 
take the score counter - Home and 
Away scores, home being your kills, 
away being theirs. Superb stuff. 
And let's not forget the actual 
game. To look at it you'd think it 
was just a simple running around 
shooting affair, but don't be fooled. 
Just because you're controlling car- 
toon soldiers, it's still a brain-taxing task to 
plan out some decent strategic offensives. Something as 
simple as splitting your team up suddenly adds untold 
dimensions to the game, using one pair to distract a 
bazooka-carrying enemy while the other sneaks up 
behind him. There are a few faults... well all right, there 
aren't but I had to put that line in just to keep my status 
as objective journalist. Uh, the music doesn't go on long 
enough. Um, I'd have liked a couple more weapons to 
play with. Oh lets Just forget it. I can't find anything 
wrong with it (some of you may complain about the 
blood but I doubt they'll be many). Cannon Fodder Is 
simply brilliant Like the intro song says - War, it's never 
been so much fun. 



There's good news and bad news. The good news is 
that you lucky A1200 owners will probably be get- 
ting a souped-up version of Cannon Fodder, 
although the enhancements ate still being decided 
upon. The bad news Is that you not-so lucky CD J? 
owners won't be getting a souped up version. Sot 
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Woof-woof, bark-bark, yap-yap, etc, etc. 
Look, it's Simon Byron making daft noises 
as he checks out Core's visually impressive 
platform game. 

sssssss&s 




□ no, no! Core have misted 
out on a potentially brilliant 
and revolutionary form of 
computer entertainment with their 
latest release. If you're going to do a 
game based around a dog then why 
not have It cock its leg every few 
paces and deposit a lump of semi- 
digested Pedigree Chum somewhere 
where you're likely to tread in it? And 
as a bonus level you could have a 
Track And Field-style waggling fren- 
zy where you have to make the 
canine lick his private parts clean 
within a time limit. It would be great /' ' 
fun, I reckon. I-*..* 

Sadly, none of these brill features 
can be found in Wonder Dog, the 
first Mega CD game to be converted 
to the Amiga. Plot-wise it's pretty 
ludicrous, so I'll not dwell for too 
long on it. The action centres around 
the heroic pup of the title as he 
attempts to journey through a num- 
ber of levels (each spilt into smaller 
and more manageable 'zones'), bash- 
ing in General Von Ruffbone's dog 
troopers who are currently causing 
havoc throughout the known doggy 
world. Got that? Good. 

And this dog truly is a wonder. He 
can run. skid through tiny gaps, leap 
kangaroo-like Into the blue yonder, 
dig holes to reveal hidden paths, and 
even chuck a deadly star or two. 



1^1 . 

Wonder Dog has a few end-of-level 
bosses sprinkled liberally through- 
out the game. These don't present 
too much of a problem and can be 
dealt with using the method of 
attack. They are very big, though. 




Wonder Dog's only weapons are his 
trusty stars which he can dispatch 
with a simple press of the fire but- 
ton. There are four strengths of 
throw, each of which affect the dis- 
tance and bounce of the projectiles. 

There are bonuses galore to sweep 
up on his travels through weird and 
wonderful places such as Planet 
Weird. Planet Foggia and K9, to 
name but three of the seven levels. 
But how has it survived the conver- 
sion process? Let's find out. 
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Okay, Wonder Dog is nothing new. 
The only revolutionary thing about 
It Is that you can't kill the baddies 
by jumping on their heads, which 
has to be something of an innova- 
tion for a platform game these days. 
So why has it been rated so highly? 
Well, for starters it's supremely 
playable. The inertia may be a bit 
enthusiastic at first but once you've 
found your feet you'll be a-rompin' 
and a-stompin' all over the place. 
All the main characters are large, 
colourful and really well animated - 
so much so that it's a shame to get 
rid of the livelier-looking baddies - 
and the background and foreground 
graphics are bright and jolly. The 
music, too. Is blummin 1 funky and 
drives the game along nicely. What's 
also good is that the cutesy crea- 
tures really do change between 
zones, with some completely nutty 
alien-types putting in an appearance 
towards the end of the game. The 
star-throwing system works surpris- 
ingly well. Because you can only 
chuck one or two around at any time 
you have to take things fairly slowly, 
making the game a damn sight more tax- 
ing to play than many other platformers - you certainly 
can't race through Wonder Dog if you hope to do well. 
There are a few annoying points, however. Some of the 
levels feature too many 'blind' jumps, which are always 
a problem - some form of 'peek down' facility like in 
Global Gladiators would have helped 
here - and a number of the plat- 
forms leading up to the bonuses are a 
bit too small which, when coupled with 
the inertia, can make for a frustrating 
time. Wonder Dog certainly won't make 
f your eyes pop out or your brain explode 
but it's well-programmed and fun to play, 
which is more than all right in my book. 
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"The classic sequel to 1992's biggest selling 

Amiga game". 
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Well it's taken some time, but at long last the game CD32 owners 
have keen crying out for has finally arrived. And according to 
Simon Byron, Minds cape have come up with a winner. 



So many things to chat about, 
so little space. Liberation is so 
huge we could devote an 
entire issue to it and still only scratch 
its surface. Let's just cut the usual 
guff and dive straight into its plot 
and stuff like that. 

The game is, if you haven't 
guessed from its sub-title, the sequel 
to Tony Crowther's Captive. Trill, the 
original captive, has finally been 
freed from his wrongful conviction 
and is adjusting to life on the out- 
side when he comes across some dis- 
turbing news on the telly. It appears 
that there are thousands more inno- 
cent people who have been framed 
for murders they didn't commit - the 
perpetrators of the crimes being 
security droids who have a tenden- 
cy to malfunction during the many 
magnetic storms that pepper the 
27th Century. 

Being a man of conscience, Trill 

sends his four 

trusty droids 
into the hos- 
tile environ- 
ment of the 
real world in 
an attempt 




to uncover the corruption within the 
Security Forces. And this is where 
you come in. By directing the quar- 
tet from your base, you must inter- 
rogate the populace and gain 
enough evidence to prove to the 
Emperor that his police force are 
guilty of terrible misdemeanours. 
Then, and only then, will society be 
one step closer to becoming a safer 
and corruption-free place. 

What's so interesting about Lib- 
eration is that it originally started off 
as a floppy-based game. After the 
announcement of the CD32. Tony 
Lazzerini, the game's producer, 
decided that this would be an ideal 
opportunity to utilise the capabili- 
ties of the world's first 32-bit games 
machine. So unlike something like 
Microcosm, where flashy animations 
and CD-quality music spice up what 
would otherwise be a very simplistic 
shoot- 'em-up. Liberation manages to 
bond together both gameplay and 
technical impressiveness. Which is a 
good thing in my book. 

Liberation features 4000 com- 
pletely separate missions, although 
the end-game sequence is shown 
after every captive's successful 





Up until now, Psygnosis held the award for the best intros but 
Liberation leaps straight Into the number one spot with this excellent 
atmosphere-building animation. It's not full motion video or anything 
like that (and to be honest it's not what you'd expect a CD-based intro 
to look like), but it's long (about six or seven minutes in total) and, 

much mare importantly, really makes you eager to play the game. The 
use of music and speech to enhance the game's film-like appearance 
t absolutely brilliant. Buy the game and you'll see. 



release. The missions themselves 
vary slightly from game to game - in 
level one, for example, you'll always 
be attempting to rescue the same 
person but the computer-controlled 
characters will move around freely 
and even their 'moods' will change, 
meaning that some will be far more 
helpful than others. 



What you get here, then, is a fully- 
functioning city, with random events 
happening all the time - there are so 
many variables even the program- 
mers can't tell you how to complete 
it. You're given total freedom to 
wander where you like, making this 
the first game to accurately simulate 
life in the future. But is it any fun' 




Access-to some of the more important rooms Is prevented by locked 
doors. Key cards can be found dotted all over the place but you need 
one with the same number as the lock before the door will be 
operational. However, this Isn't as bad as It sounds because you'll often 
discover the corresponding key cards relatively nearby. 




Ihere are about bU different weapons you can collect along the way. 
What's good about these is that they are used for different things - 
some get past metal detectors, others can be concealed in your hand. 
Just to make things Interesting, most weapons also hold different sorts 
of ammo so you can improve a weapon's destructiveness by buying or 
finding better ammo. You can also buy skill chips which improve your 
aiming. 




Chatting to the inhabitants of the futuristic city is the best means of 
obtaining vital information. There are roughly 150 different people 
'types' in the game. Each has his or her own 'mood' which will change 
randomly or can be affected by your own actions. Most conversations 
are actually spoken - there's over six hours of digitised speech on the 
CD - although the details which are randomly generated or change 
from level to level (like the Captive's name or the time of day) appear 
only as text messages in the box to the left. 



All hostile characters (I.e. the police and anyone you upset 
enough) are always trying to track you down. They start off in 
random locations and attempt to find you but they still have to 
walk around the streets like everyone else. Several things alert 
the police more quickly - firing weapons indoors, killing another 
copper, using powerpoints (they monitor these!), getting a com- 
puter password wrong and then hacking into the system (they 
monitor computers, too!), breaking into a bank... and so on. 
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Each droid has a certain amount of 
space in his inventory. Every in- 
game object has a specific size and 
shape so you have to constantly 
rearrange your storage facility to 
get the best use out of It. The four 
slots at the very top of the screen 
indicate what particular facility 
you have attached to each droid's 
head (things like scanners, map* 
pers. that kind of thing) and you 
can swap these around as you see 
fit. You can also save the game 
from here, either to the RAM disk 
or to the CD32's own memory slot. 




The graphics have changed 
| since the Work in Progress 
we did earlier on in the 
year, with the most obvious 
difference being the use of 
texture mapping. As you 
trundle around the city, the 
view in the main window 
changes to reflect your 
actions. It's not amazingly 
smooth - each step is 
shown using two 'frames' - 
but it's relatively fast and 
certainly more than 




Your four droids have individual 
health statistics. Obviously, the 
two at the front of your little 
group are likely to sustain more 
damage during combat (although 
you can repair them if you find 
someone to do It for you) and the 
game is over when ail four have 
been reduced to a pile of scrap 
metal. If this happens then you'll 
be treated to this little game over 
sequence depicting the security 
corporation locating your base 
and blasting you with their spe- 
cial freeze gun. encasing you in 
ice for the rest of eternity. 





These navigational computers can be found all over the city and will 
direct you to any location nearby once you've let them know which 
place you're after. The only drawback here is that it's often hard to fol- 
low their Instructions, especially if you take just one wrong turning, so 
It's best to take your time when making your way to your preferred dev 
tination. Slowly, slowly, catchy monkey, etc. 



, If you can find a cab then it's best to hop in • they're by far the best 
j way of travelling from place to place. Just make sure some helpful per- 
son has programmed your mapper otherwise the unmanned taxi won't 
| b« able to whisk you to your destination. There's no messing around 
here - just sit back and enjoy the ride. 
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The middle level consists of a network of roads which you can wander 
around to your heart's content. You have to be watch out for the 
numerous cars, though. They won't hesitate in running you over, send- 
ing you plummeting off the raised platform, down towards the seedier 
lower level. If this wasn't bad enough, you'll also lose a few health 
points in the process. The only warning they do give is a harsh 'beep' if 
they wantyou toget out of the way. Much like London's drivers, really. 
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Liberation is most definitely an adult-orientated game. It contains what 
may be considered as strong language (it doesn't feature the 'F' word - 
whatever that is - but you do come across the word for which the maga- 
zine equivalent would be 'ass', as well as the abbreviation for 'Richard' 
coupled with head.). Most characters will only abuse you like that if 
you've messed them around or offended them in any way, although 
some people are just born rude. 




The Policemen and women aren't your only threat. High above 
street level, these flying vehicles patrol the walkways and won't 
hesitate to fire upon you if they suspect you're up to no good. 
These vehicles aren't easy to get rid off so the best policy if you're 
ever fired upon by one of these is to get the hell out before they 
do too much damage. 





The lower level is full of shady-types who are only interested in selling 
you dodgy gear. These sewers are rough and dangerous places and it's 
best not to get stopped by any patrolling police officers just in case 
they start asking awkward questions. They'll not hesitate in doing you 
for loitering with intent. 




You can alter each droid's set-up by equipping them with a variety of 
objects. You can remove individual limbs, replace their weapons with 
newly-acquired ones and even take off their heads and send them to 
sleep - useful for when you need to enter a pub that has strict opening 
hours {the game is played in real-time: an hour of game-time will take 
an hour lo play). 





One excellent feature of the game is the way it 
stores all information in a handy database 
thingy. It's possible to cycle through every 
individual message you're given by clicking on 
the two arrows to the right of the text box 
<much like the way you scroll through directo- 
ries in Workbench). Your mission objective can 
be recalled at any time so if you get a bit con- 
fused you can always recap with relative ease. 
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CD32 



Thank God - a game that finally does *^^B 

the CD32 justice. The simple fact of ^e>*/-^#^fl 

the matter is that Liberation is quite afe^tff 

possibly the best game I've ever AeUfsr** Mindscape 

played - it's so good it makes Bvt . £nainr , m 



Byte Engineers 

Frontier look like a PD text adven- — — — — 

£34.99 Out Now 

ture. Right from the rousing intro 
you'll be completely hooked and, for 
once, the actual gameplay exceeds joypauM»u^ 
even the front-end. Unlike most CD i 

Memory I Dltks 

games which are all animations and 2Mb I 1 lcw 

no trousers, Liberation is a finely pyj.I.lJil'l-M 

tuned beast with the capabilities of W?' A 00(9 

the CD32 complimenting the game 00(0 

rather than hindering it by sticking IbTb»^bT^bt1 

animations in preference to actual W/// fl^fll 

gameplay. Perhaps the best thing Wjjj^ jjj/u 

about the game is that there's no ^^e^gae^e^e^e^yj 

right or wrong way to solve each "J | i\i\/n 

level. Once you've managed to suss NtX* 

out how the control method works XVTTTTYTTTT"] 

(which in all honesty isn't the most " ".111.**"' 

user-friendly system I've ever seen * ^ tlL "i 

prepare to spend at least an hour — I 

familiarising yourself with It) it's — " ***~ 

. i. t -'limn 

completely up to you how you forge — _ 

your destiny, and it's this freedom I #1 1» 

which makes the game so damn 1 0 

absorbing. Although the total of 4000 
missions sounds like a daunting task, the 
way each is split into manageable chunks makes your 
overall goal slightly more obtainable, although it's 
unlikely that you'll ever reach the very end of the game - 
not because Liberation is In any way boring, but because 
it will take more than the average lifetime to play 
through. I'm finding it very difficult to fault the game. 
The conversations are occasionally grammatically Inacu- 
rate, which Is intentional, I know (29th Century street- 
slang, or something), and can initially be a bit 
off-putting, but this is just a minor thing and nothing too 
much to stomach (a moan for the sake of it, really). This 
is CO entertainment as it should be and if any game is 
worth buying the CD32 for, Liberation is it. 
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The good-l»h news Is that there will be en 
A1200 version, albeit with much less sampled 
speech and ordinary computer -generated 
music as opposed to a full CD-quality sound- 

• a. M ■ • r Anif nn I l_ . * 
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you'd ne*d to have at least 1.5Mb to run K and the detail level 
would have to be drastically reduced. 




REVIEW 



UPDATES—UPDATE 



Once again it's been a fairly active month 
on the Update side of things, with more 
products becoming available for the A1200 
and CD32. Just for tradition's sake. Matt 
Broughton reports live from New York. 





ZOOL CD32 

Gremlin £25.99 

YouVe got to be joking - do you real- 
ly think I need to spend any time 
telling people who Zool is and what 
he does? Oh, Okay. 

Zool first appeared in October '92 
against a backdrop of Sonic/Mario- 
inspired marketing, meaning that 
not only were you able to buy the 
game, but you could also wear the 
pyjamas, own the cuddly toy, and 
eat the sausages. Probably. 

In console-rivalling fashion, Zool 
runs, spins and grins (that last bit's 
a lie) his way across a number of 
themed worlds, taking on musical 
instruments, sweets and toys to 
name but a few, with platforms a- 



Hi, I'm back and yes, I have just 
been playing Zool CD32. As you 
might expect, the music is now per- 
formed in super CD style, but you'll 
also need to prepare yourself to be 
amazed by high quality rendered 3D 
graphics as Zool springs to life inside 
your machine. 

An entire extra world has also 
been added - Desert Island world - 
complete with nasty cactus etc, but 
other than that the main bulk of the 
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plenty and power ups and collectible 
lovelies covering just about every vis- 
ible surface. 

The A1200-specific version sport- 
ed an impressive background that 
swamped the senses with billions 
and billions of colours and smooth, 
rich tobacco ). So anyway, I hear you 
ask, what does this super-enhanced 
version do to utilise the power of the 
CD32? Well actually I don't know 
cause I can't get hold of a 
machine, but I'll let you know. 
I Cheers. Bye. 



I imagine that we'll get used to 
seeing the same game three times 
in The One, as games are updated 
first to Al 200 and then onto the 
CD32, but this is a bit of a turn 
around. We looked at Pinball Fan- 
tasies on the CD32 back in 
September and here it is in all its 
shining VGA-ness for the A1200. 

As you're probably aware, PF 
offers the player a choice of four 
tables, each with a different theme, 
and each with a different layout. 



game runs exactly the same as the 
A1200 version did. 

I'm not a huge Zool fan but I can 
see that as far as Amiga platform 
games go, this is one of the best. But 
just don't expect a huge difference 
between the Al 200 offering. 

OVERALL: 82% 
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SLEEPWALKER 

Ocean £29.99 

We originally looked at this back in 
February and then Updated it again 
in March, so what do I have to tell 
you here? Well, not a lot, really. CD 
sound has entered the arena, but 
other than that, you're not gonna 
get a lot for your money. 

In case you don't remember the 
game, here's a quick recap: a young 
lad named Lee has risen in the night 
and wandered off for a sleepwalk 
around a number of different dan- 
ger zones. As his faithful dog, Ralph, 
you must guide Lee through each of 
the levels by kicking him up onto 
higher „ind safer walkways, offering 
yourself as a bridge between gaps, 
as well as loads of other sacrificial 
acts of selflessness. 

Each of the zones has set terrors 
to overcome - the city has sewers 



and club bouncers, the zoo has 
of animals, the graveyard 
ghosts, that kind of thing - and 
level is completely huge. 

I actually find this game incr 
bly annoying because it's so ui 
giving, and in general the misl 
you make are through the char 
control rather than any strategic 
ure on your part. 

As far as being a CD game gc 
don't really think that this can 
tend to be one - the graphics 
gameplay are identical to the Al . 




version and in honesty the onK 
thing that reminds you that you 
playing on a CD32 is the music ana 
the stunning demo of Inferno at the 
beginning of the disk! 

The game has aged quite badly ■ 
the space of eight months, and 
think we were a bit too kind to it ■ 
the first place. Sorry, but it's time 
wake up and open your eyes. 

OVERALL: 77% 
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res are activated by complet- 
ing words around the table, opening 
gates to previously Inaccessible 
ramps and areas. Score as much as 
you can. and er... that's about as 
descriptive as you can get about 
pinball! 

I'm particularly fond of this 
game as it's the one I wrote a sam- 
ple review of to get my job here, 
and as tempting as it was to just 
copy that out, I resisted! The new 
graphics don't add a hell of a lot in 
honesty, and the ball moves just as 
super-realistically as it has done on 
all the other version. If anything, I 
actually prefer it without the extra 
colours as it's a little bit kinder to 
the eye, but I know that A1 200 
owners love anything that shows 
off their kit a bit to its full! 




This Is till the supreme Amiga pin- 
ball game as far as The One's con- 
cerned - you only have to see how 
long we spend playing on the CD32 
version at lunchtimes for conforma- 
tion of this, but probably only worth 
spending extra cash on if you don't 
already own it as the extra colours 
aren't really worth any extra cash. 






ed Thinsin, a mad scientist? 
has invented a new formula 
in an attempt to eliminate all 
the FAT people on earth. In 
his efforts to opthinize 
mankind, he has kidnapped 
[HySdORfiZ^ the gorgeous wife 
of F ATM AN World famous 
cartoon Super hero. You must 
go out and ... 



...Jurp your wa^njprr: or me laraest 

leve/s ever seen, set in 7 separafe world 
packed with CALORIES'. 

...Use your WORLD FAMOUS BELLY BUTT 
to eliminate ghosts in the Egyptian fomfas, 
ond Pirates trying to steal your food.' 

...Enjoy a food fight with hugh Octopuses, 
monsters and Dragons. f , 

...Throw your weight about as you smash and 
stomp around Castles and Parks! 

...Help FATMAN, king of food, eliminate Ted 
Thinsm in the final confrontation - 
THE PIZZA FACTORY 



DISTRIBUTED IXCLUSIVILY IV 

komparf (UK) Limited 

Tel: (0727) 868005 

Oull^arrfM-u^lO OvIIMm* Road St. 




BLACK LEGEND SOFTWARE 

An IO Product 



NOW 



A GREAT D 




AT GREAT DEAL. 



Beyond Ihe Top Gun Academy resides an elite echelon ol pilots thai 
are truly Ihe best and the brightest. Ihe Blue Angels. 
An acrobalic squadron of U.S. Naval aviators Hying F A 1 8s. 
Piercing the clouds on a wing and a prayer, performing precision 
manoeuvres thai defy Ihe laws of physics, lo dance with danger. 
You'll perlorm Ihe actual afr show manoeuvres that have made the 
Blue Angels legends ol Ihe sky. 
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Peter Banning is a respectable hard working married man with 2 
children, but he is a man with a long-forgotten past which has come 
back lo haunt him. . he was Peter pan! 

Peter returns home from work lo find his children have been kidnapped 
by his fiendish lilelong enemy, CAPTAIN HOOK. 
He must now travel lo Never Never land lo rescue them and recapture 
his lost youth, aided by Wendy, Tinkerbell and all his old friends. 

> na iu«r*:nmi mc uwn ... . - ..,:«<■.. .1.. ....<.. .. ... 
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PARASOL STARS 
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A DAY AT ALTON TOWERS! 

PLUS! 5 copies of Globdule for the runners-up! 

All courtesy of Psygnosis 



ou wouldn't think that a 
squelchy blob of pink 
mucus would make an 
interesting platform hero, but 
the fact of the matter is that 
Psygnosis's rather smart new 
game has kept us here at The 
One occupied for well over thirty 
seconds, which is quite a task 
considering the amount of great 
games we get to play. For free. 

Yes, working on a magazine is 
a lot easier than it looks. Simon's 
spent the past day with his feet 
on his desk, barking out orders to 
anyone foolish enough to pass by 
our little corner, regardless of 
whether he knows them or not. 
Matt's been in the pub all after- 
noon, checking out the jukebox 
for inspirational sounds (did you 
know he's in a rock 'band'?) and 
has just this minute stumbled 
Into the office declaring that he. 
"really loves you. mate." to any 
male before challenging them to 
a spot of wrestling. Life is. as they 
say. a breeze. 

When we're not simply being 
great we often spend time play- 
ing Globdule. Which is also great. 
Have I already mentioned that? 
Oh, sorry. 

I'll tell you something else 
which is really great: Alton Tow- 
ers. We like Alton Towers - espe- 
cially the lickle ickle puppets that 
have conversations with you as 
you traverse the acres and acres 



of wonderful gardens. And we 
love all the rides ■ the Black Hole 
2 is particularly, er. great. You 
really should go there, you know. 

But do you know the greatest 
thing of them all? Psygnosis, 
that's what. Unbelievable as it is, 
they're even greater than us and 
Globdule put together. Which is 
unbelievable, really. And great. 
Oh God. I'm cracking up. Muuu- 
ummmmmmmmm! 

QUICK, GET THI5 
MAN TO A 
HOSPITAL 

Hello. I'm the voice you hear 
inside your head whenever you 
read anything. You aren't actu- 



ally reading this bit at all • I've 
tapped into your brain and I'm 
transmitting this message tele- 
pathically. Scary isn't it? I'm here 
because the above joke has run 
out of steam and the author of 
this work can't get himself out of 
it. Pathetic, isn't it? 

But let's talk about the reason 
you're here. Psygnosis are offer- 
ing one lucky reader the chance 
of a lifetime - win this competi- 
tion and they'll provide you with 
a family ticket to Alton Towers, 
the UK's premier entertainment 
park. You'll be able to go any 
time during 1994 (as long as the 
place is open, that is), and it will 
be great, I expect. 

Five oh-so-lucky runners up 
will each receive a copy of Glob- 



dule for their troubles, and you 
can't grumble at that. 

So what do you have to do? 
Just answer the questions below, 
slap the answers on a postcard 
and mail it to: Great Compo. THE 
ONE. 30-32 Farringdon Lane, 
London EC1R 3AU. to arrive here 
by no later than 28th February 
1994. Okay? 



THE QUESTIONS 



o the Future trilogy? 



(a) Christopher Lloyd 

(b) Michael J Fox 

(c) That attractive giri from 
out of Baywatch 
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Imagine the thrill,,, 
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Now experience \Liu* 



200 ft. 600 kts. You lead a formation of six Tornados deep into enemy 
territory. Terrain following system on. Mission planned to the last detail. 
Split second timing for a synchronised attack with pin-point accuracy. 
Discover what real Tornado pilots mean by a ^_ ^ , ^_ 
"target-rich environment". Go it alone or take Hft ^^—m — 
the squadron - the choice is yours. Tornado. 

Unbeatable. i , 



From simulator training to multi-mission campaigns 
Unsurpassed real world detail 
Laser-guided bombs, JP233. Alarm, 
and morel V « • 

Unequalled authenticity 

Night flying Slow visibility ""Win 
2 player head-lo-head F'Cil 




Pilot s cockpit 



Stunning detail 
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CD ROM - 649.99 



IBM PC - £44.99 



Amiga - £34.99 
Atari ST/STE - £34.99 



PC Screen Shots 



tfovioator* coefcpir 




Sophisticated mission planning 



Awesome missions 



Digital Integration Li mi ted. Watch moor Trade Centre, Watchmoor Road, Camberley. Surrey GUI 5 3AJ.Tel:(0276) 684959 





ore Design Blimeyl The Derby-based 
publishers have made an impressive 
budget debut with quite literally three 
re-releases for your delight. Join Simon 
Byron and Matt Broughton as they 
guide you through those and the rest off the month's 
golden oldies. 

INDIANAPOLIS 500 

Nit Squad Platinum Edition 

£12.99 

Blimey, is it really two years since Indianapolis 500 was released? It only seems like yes- 
terday - probably because the game still seems every bit as fresh. Converted from the 
even older PC original, Indy 500 is a breath-taking racer which offers you the chance to 
whizz around the world famous Indianapolis track at great speeds in an attempt to be 
First past the winning post. 

Every aspect of car racing has been incorporated - from altering your car's tyres, anti- 
roll bars and shock absorbers to the actual tuning of the engine - and these combine to 
create a polygon-based racer only second past the post to Geoff Crammond's Grand 
Prix Simulator. 

If there's one gripe which can be levelled at Indy. though, it's that the car is a little too 
over-responsive for my liking. Granted, an option has been included to reduce over steering 
but, even so, turning some of the tighter corners often results in an unavoidable crash - 
which brings us rather nicely to the Indy Race Cam option! You see, the main reason Indy 
was so popular first time round is that it has an absolutely brilliant multi-view system 
which allows you to watch those spectacular crashes over and over again! Yes, it's sick, 
but there's no doubting that watching your car flip over and fall to pieces from directly 
behind, from above, and from the leader's point of view is extremely satisfying. 

Obviously, Grand Prix Simulator is now the benchmark by which all racers are judged 
and, when compared, Indy 500 does look a little dated. But even so, this a perfect 
complement to the Crammond game and well worth 

a shufti .n its new, low price [SB] (84 
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CYBERCON 3 

Kixx XL 



You know that a game hasn't got a lot going for it 
when the company releasing it boasts that it uses 
round edges in its polygon environment! 'Golly', 
think the masses, 'I bet that improves the gameplay 
tenfold.' Then again... 

Yep, having sold in excess of a dozen copies first 
time round, the Kixx XL machine finally gets round to 
regurgitating The Assembly Line's VR-inspired 3Der. 
Actually, I'm being a little unfair here because, even 
though it didn't exactly sell in droves, Cybercon was 
one of the better polygon-based games available at 
the time - and certainly more fun than the tedious 
Freescape series. 

The plot tells of a defence computer which has 
become self aware and is holding the world to ran- 
som. Clad in a special armoured suit, the player has 
been left to enter the building where the computer 
is housed and destroy it before it causes too much 
grief. What follows is a slow, but fairly engrossing 
arcade/adventure as you pick up and use a series of 
objects to solve a series of puzzles. In addition, the 
computer has set up a massive defence network of 
gun turrets and these, too, need to be taken out. 

If Cybercon 3 has a fault it lies in its lack of origi- 
nality. Two years after its release things haven't real- 
ly progressed in terms of 3D interaction, but the num- 
ber available means this could be overlooked again. 
It's polished and, whilst it won't set your pulse rac- 
ing, quite playable, too - and it's got round edges 
within its polygon-based landscape! [MB] 
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CHUCK ROCK 



Corkers 

£9.99 

Unga-bungat After eighteen months on the full-price cir- 
cuit. Chuck Rock and his infamous belly bump are back bat- 
tling the evil Gary Gritter in this welcome re-release. As 
Chuck sits at home in his Flintstone-style pad. his devoted 
wife, Orphelia. is out in the garden putting out the washing. 
Little does she know, however, that Chuck's arch enemy, 
the aforementioned Gritter, is lurking in the bushes ready to 
kidnap her. Thus, as a rather smart cartoon intro concludes. 
Chuck is left to traverse the game's many platform-laden 
worlds in search of his true love. 

Standing between our hero and a final confrontation with 
Gritter are a series of treacherous stages - including the 
almost obligatory ice worlds and mud mine scenes - each 
containing more prehistoric problems than Sam Neill and his 
band of sickly kids encountered in Jurassic Park. Pterodactyls 
swoop from above. Triceratops stampede towards our hero, 
and numerous snakes and primitives also attempt to sap 
his already-limited energy. Thankfully, Chuck is far from 
unarmed. In addition to his splendid jumping abilities. Chuck 
can also defend himself with a well-timed swing of his beer 
gut - although this can often prove a little hit or miss. 

Although it can be frustrating at times. Chuck Rock is a 
tasty platformer. It features loads of visual gags within its 
many platform stages and in terms of graphical appearance 
it's still up there with the best. Well worth a rerun. [SB] 






THE ADVENTURES OF ROBIN HOOD 



Kikk XL 



Millenium's The Adventures Of Robin Hood was odd in that, although it was released at the 
same time as the Kevin Costner Prince Of Thieves film, it wasn't actually endorsed in any way 
- an exercise in cashing in. maybe? Still, even though Robin was at the peak of his popularity 
at the time, even that couldn't save this rather dull arcade/adventure from obscurity. Played 
across an isometric Populous- style world, The Adventures Of Robin Hood invites the player to 
step into the green tights of Sherwood Forest's greatest hero as he scours the lands robbing 
the rich, giving to the poor, recruiting merry men. and giving that rotten Sheriff Of 
Nottingham what for before he eats his Weetabix. 

Although Millenium took an admirable stance in creating an original game around the Robir 
Hood character as opposed to lumping him in a platform scenario, the main reason the garm 
fails is that it is just so dull. Sherwood Forest is set across a sprawling play area and the assort 
ed missions thrown at Robin during the game necessitate a lot of dull wandering around before 
anything gets done - and I'm sure I recall his heroic deeds were a little more exciting than a 
brisk stroll! 

Thankfully, It gets a little better once the merry men have been rounded up and the attae» 
on the Sheriff's castle begins, but I doubt many people will have the perseverance needed, to 
fact, rather than emulate the excitement of the Prince Of Thieves film. Millenium have som* 
how created a game as enthralling as the Patrick Bergin Robin 
Hood film. And that's best forgotten, too. 1MB] 





RUBYSOFT. (DeplTHO) 
96 Ltlite Road. London, swf ;sR England 
Tel: 071 301 89«6 or 071 610 1703 
Fix: 071 610 1703 
Somt iHop p»c*t will ■'"»' 

SHOP NOW ONN SUNDAYS 
PROM 10AM -1PM UNTIL XMAS 



RUBYSOFT (UK) LTD 

THE INTELLIGENT PERSONS CHOICE 
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Bu-tnsss hours 
10am - 5pm Monday to Saturday 
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on:07f-381 8998 
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TORVAK T 

Corkers 



■ ■ 



E WARRIOR 



Resembling the ancient Taito Rastan Saga coin-op. Core's 
musclebound Conan is sadly a little slow in the gameplay 
stakes. As Torvak. a beefy Conan lookalike armed with a 
huge double-headed axe. you are invited to explore a 
series of scrolling stages in search of the evil wizard who 
has killed your family and friends. However, as is the wont 
of such evil-doers, the wizard has covered his tracks by 
leaving all manner of mutated creatures and these must 
be defeated before you can exact your revenge. 

Torvak certainly looks 
very nice - if a little sparse 
in terms of backdrops - 
and there's a nice variety 
in its levels. Starting in a 
deserted cityscape. your 
journey takes you 
through a series of cata- 
combs and dungeons as 
you head towards the 

wizard. As you cross the horizontally-scrolling stages, the 
said mutants appear in an attempt to sap Torvak's energy - 
which, rather obviously, is where the axe comes in. 
Sounds quite exciting doesn't it? Weeeeell. it would be if you 
were ever attacked by more than one or two creatures at a 
time. As Torvak wanders across the screen, the enemy sprites 
plod on one at a time and are easily taken out with either a 
quick swing or by using your magical 'Beam Axe', activated 
by holding down the fire button, sending your axe spinning 
across the screen, destroying all in its path. 

Torvak is so close to being a really smart Rastan clone it's 
unbelievable. All it needed was a little bit more speed and 
a few more nasties and it would have cracked it. 
As it stands, it's just aver- . 
age budget fare. [SB] 




F-29 RETALIATOR 

Hit Squad Platinum Edition 



NOT A1200 
COMPATIBLE 



Oh yeah, Retaliator - that was the game that was previewed about four decades before it 
saw the light of day. Still, technical hitches and lengthy waits aside, DID's first Ocean 
makes Its budget debut and whilst still looking as good as ever, hasn't quite stood the 
of time In terms of gameplay. 

Although the game features a whopping 100 missions and contains more than en' 
viewpoints to keep even the most ardent would-be Biggies agog, F-29 is a little, well, 
low. As a flight slm it's adequate In that there's plenty of flaps to wiggle and weapons 
select, and these get you in the mood for a good battle or two. But across the game's 1 
missions there's very little variety, and most flights simply require a set number of pla 
to be taken out before doing it all over again. Yes, they do get a little more Intricate later 
the game, but fewer, more complex missions would have been preferable. 

If there's one area F-29 does succeed, it's in the graphical department. DID's typical', 
detailed polygons and brilliant bitmapped intermission screens stfil impress today and th» 
update as you dogfight with the oncoming enemy is still impressive when compared to soma 
of the newer sims. However, all this is just a lot of icing on a rather tasteless cake and, • 
the end, it seems that Retallator Is a victim of Its lack of sub- 
stance. As such, F29 comes across as rather stale. [MB] 
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MEGADRIVE 2 
DEALS 

ALL GENUINE UK VERSIONS 




MEGADRIVE 2 WITH SONIC 2 
A TWO SEGA JOVPADS 

5AVEC17 .. 112.99 

MEGADRIVE 2 AS ABOVE 

COMPLETE WITH 

SONY 14" FST KVM1400 

COLOUR TV/MONITOR 

AND SCART LEAD. 

SAVE C43 ONRRP 295.99 

MEGA CD 2 WITH ROAD 
AVENGER (REQUIRES MEGSOMVEI 

0H» SAVE CM 229.99 

MEGADRIVE 2 AS ABOVE PLUS 
MEGA CD 2 AS ABOVE. 

SAVE £4£> iiiuutm h*i33Siftft 

MEGADRIVE 2 AS ABOVE PLUS 
MEGA CD 2 AS ABOVE 

:o*iPi£r€ wnn sony u- nx 
•YM14O0 COLOUR: TV/MONITOR AND 
•CART LEAD 

SAVE C70 ON RRP 518.99 

MEGADRIVE GAMES 
20%-50" o OFF RRP 
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:u» soccm • mm mm 

i.AOOIN * . 41 M MM 

• .ifM .. Jt.N 10 40 
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4*T(m(. MM MM 
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•ONAKIA BMOTMCHS USB .17.41 

KMY BOKAT. ...... .SUB . ■ .MM 

;»UCK IOC" J SON OF CHUCH44 Mil B» 

;uFFNAFBOER'....._... 44 M MM 

-OOLSPOT ...MM MAS 

rJAFOBATiON MM M.4B 

:AV)S CUP TENNIS MM MM 

Tf SEUT 5THI-E H SB M 

DOUBLE CLUTCH MM .1141 

TAACULA 44 M MM 

r a. AGO* 9 FURY MM IS 4B 

EA SPORTS 50CCEH 

EA FOOR FLA V EH GABtEf 44 M MAS 

ICCOlDOtMM MM MAS 

EURO CLUB FOOTBALL MM JOAB 

"% STflME EAGLE J 44M JA4B 

'Ail'ASTIC OLZZV • MM . -11.41 

'atalfuky . 44 bh 15 sb 

fatal. labymnth ...ibm .17.41 

•lasmback 44m mm 

■untbtones .. . mm jvm 

'ootbal l • - -.44. m . .14 bs 

•ormula oni racing 4bm mm 

1auntiet4. 44 m mm 

general chaos 

ea four paier game) 44 h m m 

3houls n ohosts 44 m jo 40 

iCvDENAiE KM I74B 

OUNBTAN HUKKB 44 00 as . BO 

•AJtOBAlL J MM »4| 

-0ME ALONE »• 44 M JS4B 

-OOA MM. ..MM 

BaOUNA JONES) MM JIM 

.4WESP0MD) 44 TC inn 

. ;•{ MONTANA 3 ISPORTSTALK) 

I 5 FOOTBALL I MM I'M 

hn M*ODHN *HD 

iAiCt HOCKEY MM -l'.M 

•4MBLI STRIAE 44 SO MM 

-DAS SIC PARK MM MM 

_ANDSTALKER • M M «» » 

-AST AC TlOn HERO * . 44 00 .14 00 

f UUINQS UM MM 

.« 'HAL INFORCtm 

•">• LIGHT OUN)- 44 M M M 

ATTACH CHOPPER MM M «» 
MK1A GAMES i 
-OR10 CUP ITALU » 

;0LUMN« BUPf ft HANQ ONU* M 10 M 

-CQA-LO-MAHIA -—'."N MM 

"C"E* AND DOHAID MM 10 M 

• COO MACHINES M M M. 4ft 
•AO tt FIGHTER PILOT MM SIM 
•ORTAL KOAfBAT .MM. .41.41 
M4L HOCKSY «4 

E* FOUR PLA'ER GAMEI* 44 M 18.4ft 

— . ICE HOCKEY ftl MM I14B 

:rT*«iT. _„,______ — mm MU 

KiAOOLFJ MM MM 

■NK PANTHER • 44.M .M M 

■TPlGHTeR M M H M 

"0FUL0USJ MM MM 

•VGQSY- —.,.-.-....44 M MM 

AfVENQE OP BHMSOBI MM ...17.41 

43ADRASH1 MM JOAB 

-OBCCOO (JAMES FOND t) IB M M4B 

■OtOCOPVS TERMINATOR *44 M M4B 
BOCKBT KNIGHT AOVWTVRBbMMM 4B 

SENNA SUPER MONACO MM M4B 

BENB4BLE SOCCE" • 44 M M M 

XDOW 0' T>t[ BEAST J IBM M4B 

- MOM i iBETURN Of 

tMt*JFUA MASTER) 44 M MM 

SNAKE RATTH AND ROLL • MM MM 

B0MC1 ...BBJaj M4ft 

SOaoC BPMBALL ' 4ft M MM 

i'tEDBALL !-.... . M M .MM 

SJFOCBSAAN ISM .IT AS 

BTNHTTIOjMTIR 1 • 

:-AMPION»-»IOIT10N. MM .ATM 

5-=f ETB OF RAGE M M MM 

ITR1ETS OF RAGE 7 44 M IS AS 

ITftaOCR " M IB 

1 JNBIT RIDERS M M 10 4* 

VJP1R BASEBALL MM • 44 M MU 

HJPER KICK OF* U M IS M 

— "f R OFF ROAD H ACE Ft JO.OO 70.4ft 

-.AORDO* VERMILLION 4ii an 1' m 

-AIMANU MM. 10.40 

'tCHMO CLASH MM ISM 

^ MO CUP SOCCER IBM II AS 

-EENAOF MUTANT HERO TuflTLFB ■ 

'OURNAMENT nOHTGRS • MM AIM 

'f RMIHATOR MM . 37.40 

-MJMOtRPORCt 4 MM MM 

'Of JAM ANO f API IBM »« 

*VRBO OUTRUN. TI.BS...TT.4B 

_,TBAATE SOCCE" 44 M ISM 



VISIONARY 

IMAS BOO" C0UNT| « . 
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WINTIH ft»M— . . .. - 
WIUiTER OLYMPICS ■ .... 

m H LO — . 
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WRIBTLI WAR — . 
WWF ROYAL RUMBLE • 
*WF WRESTLEMANIA 
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MEGA CD GAMES 
UP TO 25 Q o OFF RRP 

into 

BATMAN RETOHN9 ASM MM 

BLACK HOLE ASSAULT MM. MM 

CHUCKROCK MM. MM 

CHUCK ROC* 1 SONOFCHUC«MMJI4t 
COBRA COMMAND INEW) M M - iJ 4ft 

ORACULA MM M4S 

DUNE- MM MM 

ECCO THE DOLPHIN ■ 44 M MM 

FINAL FIGHT —..MM 17 4ft 

HOOK.....-— MM- >*4» 

JAGUAR >J3» _ -MM. .MAS 

LETHAL ENFORCERS 

(WTTH OGHt GUN) • MM ASM 

MK3JC VIDEO MIS 44 ftft u n 

MUSIC W10C 0 : KRAS KROS544.M M 44 
MIGHT IRAPI7C0S) 

RATED IS 'EAR* OR OVJR 4ft M M 4ft 
PfUMCE OF PERSIA M M M 41 

ROAD AVENGER .._ — MM 17 4ft 

ROBO ALE STE MB* 3141 

MOA CLASSICS 

I GOLDEN AXE. REVENGE OP BMMOBI. 

STREET1 OF RAGE. SUPER 

MONACO 0 P. AND COLUMNS) -» Ml.t.B 

SEWER SHARK .....MM 41 4ft 

SHE BLOC ■ HOLMES MM M4S 

GHERLOC" HOLMES 1 44 M M 4ft 

I4LPHBID - .. MM . MM 

SONIC CO • MM M 4ft 

SPIOCRMANVS KINGPftNv 44 ft*. M 4ft 

TERMMA TOR • MM M4I 

THUNDBRH A WK . _ M M M4S 

TIME GAL — MM M 4ft 

WOLF Om.0 -JIB Mil 

GAME GEAR 
DEALS 

GENUINE UK VERSION 




GAME GEAR WITH 
COLUMNS GAME 
(NO MAIHS ADAPTOR) 

SAVE C10 



.69.99 



GAME GEAR WITH FOUR 
GAMES i no MAINS ADAPTOR) 
VOLLEY A SMASH, KICK A 
BLOCK, DRIVING t COLUMNS 
GAMES. 

GAME GEAR GAMES 

ALIEN 1 , in --,.,1,1 11 M 

ALIEN SYNDROME 
ASTER" 7 THE SECRET MISSIOS 

B ATTl_E TOADB 

CJ ■ ELEPHANT FUGmvt 
CHUCK ROCK S3 SON OF CHUCK 

COLUMNS „— _ , 

COOL SPOT . 

CRYSTAL WARRIORS 

DEBERT STRIKE - 

DONALD OUCK 3 .. 

DOUBLE DRAGON 

ECCO TH1 DOIPMN 

FANTASTKDOIY ASM 

FORMULA ONE RACING » 4» 

GALAOA1 M4S 

GLOBAL GLADIATORS ' MIC 4 MAC| »>B 



II 41 

II 41 

-2J4» 
MM 

-11M 
14 
. 114 
il 
Kit 



MM 

......... — MM 

»41 



» 4ft 

... ■ r m 

- - M 4ft 



INDIANA JONES 1 

JUNOAJBOOK 

jlWASSiC P*R« 
LEADER BOARD . 

LEMMMOS _ „ 

MCKE" MOUSE J 
NPUA QAKMN 
PGA TOUR GOLF 

FO*EflSTiimE 

PBaHCt OFPtHSU ■■■■I BAM 

ROAD RUNNER (WILE £. COYOTE) - M 48 
ROtOCOP VS Tf HMINATOR 74 4* 

SENNA SUPER MONACO 3MS 

SHINOBIl 1)4> 

SONIC THE HEDGEHOG t2 » 

SONIC 1 . 114ft 

BONIC CHAOS - , 74 4* 

SPIDERUAN -i - 71 M 



74 4ft 

75 'i 
74 4 ft 
M4» 
IS 49 
714* 

11 Aft 



714ft 



SUPER NES 
DEALS 

ALL GENUINE UK VERSIONS 



GAMEBOY 
DEALS 

ALL GENUINE UK VERSIONS 




SUPER NES WITH STARWING 
4 ONE NINTENDO JOYPAD 

SAVE C17 112.99 

SUPER NES WITH 

MARIO ALL STARS 

& ONE NINTENDO JOYPAD 

SAVE C17 112,99 

SUPER NES AS ABOVE WITH 
STARWING OR MARK) ALL 
STARS COMPLETE WITH SONY 14" 
FST KVM14M COLOUR TV/MON«TO*l 
AND SCART LEAD. 

SAVE C« ON RRP .295.99 

SUPER NES WITH 
STREET FIGHTER TURBO 
ft ONE NINTENDO JOYPAD 

SAVE £17 122.99 

SUPER NES WITH 
STREETFIGHTER TURBO AS 
ABOVE COMPLETE WITH SONY 14' 
FHT KVM 1 «D0 COLOUR IWBOHTOR 
AND SCAHT LEAD. 

SAVE £43 ON RRP 305.99 

SUPER NES GAMES 



STAR WARS 

STREETS OF RAGE 7 

STTSBOtflJ 

SUPER KICK OMT — .. 

SUPER MONACO GP 
SUPER OFF ROAD RACER 
SUPER SPACE INVADERS 

TAfMAMA . 

TBftGENWONLOCUPBOeefR .... 

TERMINATOR 

TOM ANO JERRY , r .n 

ULTIMATE SOCCER 

WIMBLEDON IENNIS 

70OL 



FOR A FREE 12 
PAGE COLOUR 
CATALOGUE CALL 

0279 600204 



WB (KW Supply OmoM UK PKKBxM OMOal 

wppSmol all teadng bt/KSi Wft Ml QSfWM 

■nd p4irpi>4nil4 an at airminig ducm lor 
m^oyNb. MmIpi S<*""" bbbM Oamf. Subbf 
MES GamaOov NES. Lvm. Ainoft. Alarl ST. 
PC. CO ROM BtV AfOMi Mac 
Special Reserve Club Sriops si 
The Mailings. Sawbrldgeworln. Herts 
ft Bt « BroomlifTd Road, 
Cnelsntford, Essex. 
Open 10am HI 0pm 
in days a wmk. 





RRP 


.71 tli 


ADOAMS FAMILY 


MM 


IT 4( 


ADDAMS FAMILY 1 


MM. 


MM 


ADVENTURES OF 






OR FRANKEN • „_,_.... 


MM. 


MM 


AUIMS 


AIM 


41M 


AMA71NG HUM-, 






1 DAVID CRANE) 


-MM. 


MM 


ASTERU _ 


MM 


1ft M 


BOB 


MM 


MM 


BATMAN RETURNS 


AIM 


M 4S 


BATTLE TOADS — 






BATTLEMANIACS • 


MM . 


14 4) 


BURST BOBCAT 


»V «'. 


ua 


CAL PIPKIN BASKETBALL 


' 4BM 


MM 


CAPTAIN AMERICA ■ 


4»»> 


44 M 


CHAMPIONSHIP POOL - 


4<»S 


44 M 


CHUC. ROCK • 


4ft M 


IBM 


CIJPFHAHQIR]- 


4ftN 


»N 


DESERT STRIKE 
ORACULA • 


44 M 
AIM 


ia.M 

IS M 


■BUNOK* — 


ASH 


IBM 


EIHAIIST NEAT 


MM 


m n 


F-»RO 10.' 


MM 


11 M 


FIRST SAMURAI • 

FLASHBACK • 


4ftft» 

MM, 


41 M 
IBM 


FOOTBALL • 


4ftM 


in M 


GOO* TROOP- 


411. M . 


.41 M 


HOOK- 


AftM 


ItM 


•■CREDIBLE CRaSH 0UHABES 


•4ftf« 


AIM 


JIMMY CONNORS' PRO 






TSMJBBTOUR — 


AftM 


37 M 


JOHN MADDEN -S3 


MM. 


11 M 


jurassk: park 


MM 


-MM 


• EVft 'EFGAN PLATER 






MANAGER • 


ASM. 


..4IM 


■ RUSTY SPUN HOUSE 


MM 


.37 AS 


LAGOON* 


SftM 


SIM 


LAMBORGHINI • 


UN 


17 M 


LAST ACTON HERO* 


■sn 


MM 


LBUMMOB 


4ft. M 


AIM 


MAJOR TTTlf GOLF* 


MM 


IBM 


MARIO ALL STARS 


«»M 


AIM 


MARIO IS MISSING - 


• t 


MM 


MARIO PAINT WIT" MOUSE 


Sft M 


ASM 


MECHWARRIOR- ._ 


ASM • 


AIM 


MEGALOMANIA ■ 


ASM 


UH 


MORTAL KOUBAT 


■,u BU 


ABM 


NBA All STAR CHALLENGE -M M 


AIM 


NFL OUARTERBACK CLUB ■ 


-ISM 


SI M 


NHLPA D1 ICE HOCKEY _. 


MM 


14 M 


NIGEL MANSCLL S 






WORLD C"AMINONSHB» .... 


MM 


.31M 


OUT LANDER • . .. 


AftM 


44 M 


PEBBLE BEACH GOLF . 


•»n 


AIM 


PGA TOUR GOLF 


MM 


IBM 


PftlRRf IE CHEF ■ 


AftM 


MM 


PftLOT WINOS 


IBM 


17 M 


FN- PANTHER. 


AftM 


MM 


PLOK« 


i»m 


31M 


PRINCE OF PERSIA 


ASM 


AIM 


REN AND BTIMPY- __, 


MM 


IBM 


ROAD RUNNER .. . 


■ftM 


AIM 


SENSIBLE SOCCER * 


ASM. 


MM 


SK'BLAIEfl • — 


AIM 


IB ft* 


STARWING 

BTREETFIOHTER 1 


11 W 

.MM. 


40 AS 
SS4B 


RTREBTFIGHTBR TURBO- 


SSM 


ABM 


STRIKBH 


MM 


.40.4B 


SUNSET ROERS • 

SUPER ALESTE 


4BM 
44 Oft 


AIM 
ITM 


SUPER BOMBE RMAN ■ 


AftM 


IBM 


SUPrnCASTIEVANIAA ... 


44M 


ITM 


SUPER GHOUlS A GHOSTS 


ia h 


.11. SB 


SUPER GOAL 


MM 


U.4S 


SUPER KICK OFF 


44M 


ISM 


SUPER MARIO KART 


ISM 


17 SB 


SUPER MARIO WORLD 


44M 


37M 


SUPER PROBOT1CTOR .... 


44M 


1'Aft 


SUPER PUTTY . 


44H 


411** 


SUPER R-TYPE 


ISM 


17 00 


SUPER SMASH TV 


MSB 


17 At 


SUPER SOCCM|.-.-_ _ 


IBM 


MM 


SUPER STAR WARS 


MM 


4i m 


SUPER STRIKE EAGLE » 

SUPER TENNIS 

fWPWWF 


4BN 
MM 


■■.■«■' 

MM 


WT4MTV1MAMA 

TERMINATOR 1- 


-MM 


-MM 


THE ARCADE GAME • . 


ASM 


.AIM 


TINY TOON ADVENTURES 






BUSTER BUSTS LOOSE 


ASM 


.40.M 


ULTTUVMAN 


■ M 


MM 


VrOAl STAKES 


»M 


HAS 


WARPSPEEO 


MM 


BM 


WftNOCOMlMNDE" 
SECRET MISSIONS . 


MM. 


.MM 


WORLD LEAGUE 






BASKETBALL 


MM. 


MM 


WWP ROT AL RUMBLE 


MM 


SIM 


V05HI S SAFARI 

(•COPE • GAME) • . ,™ 


MM 


MM 


» IDA 1 LMK 






TO THE PAST 


»M 


17 M 
•I M 



GAMEBOY WITH NO EXTRAS. 
FREE KONIX GB HOLSTER. 

39 99 

GAMEBOY WITH STEREO 
HEADPHONES, BATTERIES. 
TWO PLAYER LEAD AND 
TETRIS. 

FREE KONIX GB HOLSTER. 

49 99 



GAMEBOY GAMES 

ALFRED CHICKEN — ...... .. H-S8 

ASTEROC - — 73M 

A Ei re ROM . . Tl SB 

BATMAN - 

■-! A*.lbATEOftjnBJB)< 

BATTLESHIP • 
BATTLE TO AOS IN 
RAQNAROK 5 WOULD- 
BILL ANO TED S 
EXCELLENT ADVENTURE 

C ASTl_EVANIA J 

CHUCK ROCK • . 

OAfliWMODUCK' . — II W 

OR MAR-D WAS 

ORACULA- - TOM 

DROP/ONE- 71 M 

EMPIRE STRIKES EACH - 1MB 

F1S STWlKE EAGLE 7J.4B 

FOOETTE" - — — JMI 

FME FIGHTER • 73 M 

FUNTS TONES Jl AS 

FORMULA 1 RACE 

MM 
74M 
70 98 
31 AS 
-14 AS 
70 4B 
IB IB 



11 M 
73 M 



)t M 



17 4« 
14M 



77 4S 



70 AS 
JIM 



17 4B 



(WITH FOOR FLAYER AQftYTMj 

GARFIELD- 

GEAR WORKS' 

JACK MCKLAUS OOLF 

JURASSIC PARK 

K«CAJBUS _ 

• RUSTYS FUN HOUSE 

LAST ACTION HERO • 

lawnmoaerman- t 

LEBSMEBM .- 

LETHAL WEAPON • _ - 

•MARBLE MADNESS 

MICKEY S PU72LE ■ .- 

MORTAL KOSBBAT* — , — 

MYSTIC QUEST* — 

NIGEL MANSCLL S WORLD 

CHAMPIONSHIP • — - 

PINBALL DREAM! _ 

POPULOUS 

R-TYPE 

RENARCSTSBPT' ,.. 

ROW RASH • _ 

SPEED* GONTALES * 

STAR TREK 

STAR WARS ....__■-_...—„. 

SUPER JAMES POND- 

SUPER MARK) LAND 1 
SUPER RC PWO-AM 

TENBBS ._. 

"EHMINATORI ._. — 

TERMINATOR J 

TM1 ARCADE GAMS 

'HF SIMPSONS 

ITCHY AMD SCRATCHY - 

TINY TOO*< ADVENTURES ■ 
MONTANA S MOVIE MADNESS 

TOMANDJERRYI- ___ 

TURRiCAN 

TURTLES I 

UNTVERSAl SOLOSER 

W WF SUPERSTARS I 

WWFWRESTUNOl- .MM 

7ELOA UNAS AWAKENING- 73 AS 

ZEN . MTERGALACT1C NINJA 72.4S 

MANGA 
VIDEOS 

WE ONLY ACCEPT POSTED/FAXED 
OHOERS FOR VIOEOB WITH AN II 
CERTIFICATE PLEASE WFBTE I AM 
OVER IB ON YOUR ORDER 



Ji SO 

-ISM 
14BB 



11 4B 



Jl M 
TIM 
14AB 
7» 4fl 
17 M 
74 10 



111 E'ES (KATEO 111 — 

1(1 E'ES PART 7 (RATED IS) • .. 

AKIRA II A ' EC MB 

IKIRA DOUBLE PACK (RATED IS) 
CRYING FRfEMAN PARTI 

IRA TED IB) • 

CRYING FREE MA'* PART 1 

tRATEO II)* . __. 

DOMINION TANK POLICE 1 ANO 2 

SITED 1BJ_ 
MBUON TANK POLICE 1 AMD 4 

[RATED IS) — — — — . 

DOOMED MEOALOPOLS 

(RATED IS) 

DOOMED MEOALOP0LB3 > 

(RATED IB) • — .— .- 

FI5T OF THE NORTH STAR 

iRATEO II) - 

HEROIC LEGEND OF ARlSLAN 1 

ffilT*JD ra 
FIOIC LEGEND OF ARlSLAN 1 

BUIBO POt- . 

JUOOEIRATEDll)- 

LENSMAN f RATED PO) 
ODIN (RATED PQ) 



10M 
BM 

1IM 
17M 

.10.M 

...SM 
TIM 
.11.1* 

-BBS 

...IN 

17M 

.IBM 
IBM 



11 



phojectako(Ratedib) . . 
rg veoa [rated p0) ................. 

tetbuo - the iron man 
(uve action- rated ii)' 
tetsuo 1 - boo' hammer 

(uve action ■ rated ib)" 

tetsuo double pack 

iUVE ACTION RATED II)* 

THE ULTIMATE TEACHER (RATED 14) i 

UHOTBIMOOJI 

LEGEND OF TMIOVfNFIEIlDtRATfD III 
UHOT8UKJOOJI 1 • 
LEOEND OF THE DEMON 

WOMB (RATED IE} 

VAMPIRE HUNTER D [RATED IS) 
VENUS WARS [RATED PQ) ... 
WIC'EO CITY [RATED II)' 



1JM 
I7M 

a 



ll.M 



17 M 




WIN THIS 

CAR ONLY 

WTTM SPECIAL 

RESERVE'S 
FREE TO ENTER 

COMPETITIONS' 




Special Rnvu* mtmhfM cat itaot all Uui. . am I^OV ' 

READ "NRG" Regular Club Magailne 
' CHOOSE from our Huge Selection 

BUY at Best Possible Prices 
! SAVE with our Special Deals 
g SAVE more with our XS Coupons 

WIN up to £60,000 worth of prises FIEE 
JOIN now from just £4.00 

We only supply members but you can order as you |oln 

There's no obligation to buy and you can be any age 
Just send in the form be+ow or phone Sales on 0279 600204 

As a member of Special Reserve youH receive regular issues of 
NRG rTiaciaxine NRG is our 48 mob crAOor c«u0 maga/mo sent t> 
monthly only lo Special Reserve members NRG contains 
t . The best selection of games, penphorals and hardwam *or all 
popuiAT totmais. We are official Sega. Nintendo and Sony stocNists. 
2 Reviews in colour and inles! informal*on on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The besl prices Just one purchase win save you your joining let 

5. Hundreds ot Special Otters Top games at prices you won! Peaeve 

6. X 5 Super Savers Money-o" coupons worth Over PI 80 a year 
7 FREE-to-enter BIG TARGET COMPETITIONS With currently 
up to CI 0.000 worth ot pnzus ri every Issue ol NRG. 

That! why over 170,000 people hove joined Special 

Reserve, the biggest games club In the World! 



0279 600204 

9am In Bpm Monday Id Saturday. IQam lo Spm Sunday 

Orca t l C oeB Y TTW lM W O eoBSjit mil toi avary onSsi 

You can also Fax your order to us on: 0279 726042 

W* pna* ourset*SS on out bUbi-uMs sawic*i 118 cislomat lar-va «nai| 
InavKaLBy v»ne garnr^ nslM <ra « nor m D» avaBalW PWeae phone BBBM on 
097* flTJOJOA lo cnao. avaiUDlny balora onMiaig In ft ensnl Ol dslay we »ti« 
•BtundS on IBOJubbI IT any trno pnor U OWspaaji Wo rasorvo lria> ngw to change 
pAcei MOvwl onor nouncauon E A O E 

OagiiWraa CWko lla« llaQlilt Ud. 3 Souti Bkxk. The Ualllno* 
Saworajpeworth. mbib rwi 9PO 
Club Snocg at Sa-fMoenoiTn (108 IBM bdovs) and si 
43 Eao ca nSaM Rd. CnaBnatord. Easei 



All pneaN nokio* VAT ana camaaa lo UK mawWtnd. Sae basB ot ordw hum toi 
OVBaSBSS BUFDlWSBB Wb BiAOply «A"T«aia only to UK mainland sddrBSS*B. 

MIMSUSHIP lltt * M0MTHS ONI TUJt TWO TUIS 

Tllll aNHUU WITH Flff 

MMIIItHIC aUJUUIMP KAU IWDd 

UK MEMBERS 4.00 



0VIISIAS IC N1MHRS 
OVIISliS WOEIO MIM1EIS 



6.00 
7.00 



0M TEAS 

ANNUAL 

MiMUISHIP 

7.00 

°00 
1100 



14.00 

a oo 

1100 



WE^)*7lYSUPft V MIMPhH - At. AS VOU JOtH 

THEFIE *HE NO SUBOIAROFS ON TELEPHONED ORDERS (UK) 

OLUT 



,.ma:.-( (-hit.* ii.(v.l.-. ,-apitalGi 



Ad Ireoi 

I 

I 



POBtcode 



PtlpnE 



Machine 



Enter memtersnip number (it applicabto) or 
NEW MEMBERSHIP FEE (ANNUAL UK 7.00 



i \>: " 
I 



i 

islam 

I ALL PRICES INCLUDE UK POSTAGE A VAT 



j Cheoye* 0;*jx«SaAlB^'CviriJ S-iicfi VdA (Swilcn Issue No_ 



—I 



Signature. 



I Cord 

jB.p-y am_ 

J Cheques payable to SPECIAL RESERVE 

' P.O. BOX 847, HARLOW, CM21 9PH 

Oversea Orders Surcharge (EC or World): Software orders 

please add £2 00 per Ham. Non-software Items please add 

35*aV Harrtwnra Hums aupplMd to UK mainland only. 

Oversees orders mutt be paid by credit Card. 
I ^„ rin - fieafia - fi -- fi ---. 



CORPORATION 

Corkers 

£9.99 

Core's first release as a solo software house sprang from the 
mind of veteran coder Kevin Bulmer. Set within a massive 
tower block, a development lab has been overrun by the 
retilian army it was developing and the super-intelligent 
lizards are currently turning the hi-tech security devices 
against the people who designed it. As a member of a spe- 
cially-commissioned SWAT team. Corporation places you 
within a special armoured suit as you aim to destroy the 
errant lizards and win back the building. 

Corporation was one of the first 3D epics to mix 
bitmapped graphics with its polygon scenery and it's a sys- 
tem which works very 
well. The multi-storey 
building is seen as 
through the visor of your 
suit, with the many lifts 
and bits of furniture act- 
ing as useful hiding places 
from the attentions of the 
assorted reptiles and 
security droids. A gen- 
uinely claustrophobic atmosphere is generated as you locate 
little trip switches and gun turrets in your exploration of the 
building, whilst strategy is needed to circumnavigate some 
of the seemingly impassable areas. 

Corporation manages to combine arcade payability with 
an in-depth mission and it has to be said that it knocks the 
spots off the likes of Cybercon 3. One of its major pluses is 
that it's just so easy to get into. Controlling the suit's 
weaponry and lock-picking devices is simplicity itself, but 
there's just so much for the would-be agent to discover that 
it's unlikely you'll get bored before the mission is complete. 
I was really surprised how well Corporation had stood the 
test of time, but playing it again has made me want to redis- 
cover all the things I've forgotten from my my first explo- 
rations of the building. A 
must have |SB). 
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PARASOL STARS 

The Hit Squad 




Let's face it, this was never going to be better than 
Graftgold's utterly brilliant Rainbow Islands 
conversion, although Parasol Stars still proves itself to 
be one of the more playable cutesy games around. 
Never actually released as an arcade game. Paraiol 
Stars reunites Bub and Bob as they are whisked off to 
a series of islands currently under attack from the 
dastardly Chaos Tikhan. It transpires that each of the 
islands is based on a particular theme - music, sweets, 
etc - and Chaos's troops have infiltrated them by 
disguising themselves as the local inhabitants. This is a 
job for Bub and Bob... 

Abandoning their rainbows. Bub and his brother have 
been given magical umbrellas with which to rid the 
islands of Chaos's troops. A simple press of the firebut- 
ton will whip one of the scuttling foes onto their brol- 
lies and above their heads, whilst pressing it again sends 
the captured critter flying across the screen, killing any- 
thing in its path. Following this simple route, the dynamic duo then battle their way to the bosa 
at the end of each stage until they eventually come face to face with Chaos himself. 

As a one-player game. Parasol Stars is quite good tun. There can be the odd bout of dodc 
sprite detection here and there but it's generally good fun. However, it is in two-player moo* 
that the game really comes to life. As Bub and Bob wander around the screen, it becomes a re* 
fight for the many bonuses dropped into the play area, and if it all get's too competitive yo* 
can always lob your opponent across the screen! In terms of 
lasting appeal, things can get a little repetitive, but. even so, 
this is still worth a look. (MB] 
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THE BEST GOD GAME JUST GOT BETTER 



ii 



Exactly how many awards will it take before 
you own a copy of Sid Meier's Civilization? 




SEPT 
1993 



Winner! 

Best Consumer 
Product 1991 



Winner! 

Best Strategy 
Program 1991 




Mr 



Sid Meier's 



.j 







Build An Empire To Stand The Test Of Time 



ii 



r-nT7T77T7T7777TTT^ * • 




OCT 
1993 




SCREEN STAR 



Winner! 

Best Entertainment 
Program 1991 




mum ii 



| Winner! 

Most Original 
Game 1991 



^ sirtwuii ttMiN iti. 



NEW AGA VERSION A VAILABLE NOW 
FROM ALL AMIGA STOCKISTS 

Published by Software Demon 

UPGRADES AVAILABLE 
For trade enquiries contact Kompart (UK) Ltd on: 



Access 



0727 868 005 




VISA 



Please send cheque/PO's (made out to Premier Mail Order), or advise Visa/Mastercard number and expiry date to: : 

DeptTHO 12, 10 Tinkler Side, Basildon, Essex SSI 4 HE Tel: 0268 271 172 Fax; 0268 271173 
Telephone Orders: Mon-Fri 9am-7pm and Sat & Sun 10am-4pm We Are Open 364 Days a Year 

for all UK orders. Please add £2 P&P for Europe and £3.50 for Rest of The World 
day delivery service available £4 per item UK only. e&oe 



»_ 20 99 

t m«.. ■>..■>' n / 3299 

U20 AJMUS [USA' . M.99 

A320 Atn^rJEURC**) 22 99 

AbonoW Hoc* 2 22W 
A. ( fc*li. 12 Al 200 1999 

A..6ud., 1.20 22*9 

Abo . IB-99 

tSn~, ,CD32.. 19.99 

AJk»d Ch-iot. AI200/CM2 1799 

AMdKi 17.99 

AtaS.......... - 19.99 

AtanM? A1200..I9.99 

AW6>«d20j 19.99 

Br«d Stwol Ed*on _ 10.99 

Al. Bnwi SprKrol EdAon CM2. 12.99 

AiMncanGtodiaun 16 99 

AnarrrJAriotV^rnlhoSkiW 2299 

iSoCALVVit . '. 17.99 

Arab-^Kn-jhH Al 200 1999 

Archor Median Pool (S»£rtJonlCom«»l 
AmmI K . 1499 

A»o*n torn.. .._ -.9.99 

tXmCirkttmmtm U.99 

A BMW, 22.99 

AUK 2399 

ni7i^lM»|!U 22.99 

MoVwr_Il 1799 

Biidmiiiili _ 1999 

BoKnon R«Un« 16 99 

: ' — Sg 

Stool Sky ..TJZZI!" 2099 

al DraMv . 26 99 

17.99 

8.99 

•fab. 7.99 

Bob* Bod Do. 17.99 

BOOT BlOVft 18.99 

BorJyCrWaolorM -lt.99 

Body 8rV»n Gabok AI200 1999 

h.£n*u» -19.99 

tnttl Sport. »«ribdl 2599 
MbbTSaunt CD32 19.99 

^™ fiwbbor 16.99 

Burn*. tUobor A 1 200 .17.99 

Co«« Mu» - -19.99 

Compote T. 22.99 

^KWDidu l»99 

CaMteToaW _ 20.99 

Captv 2 u\*.<**» 20.99 

Cat*-* 2 Irbrrahon CD32 2099 

CoSm _ 24.99 

Co3»2 

CotfU>2 A1200 22 99 

Grfon . - - — -..M.99 

Chomeond»p Manow 93 1699 

tWp-^Kp "Ai'-wp- "4 S-~.. (Ml 7 99 

CKootEncm -ZT. 16.99 

ChonErSw A1200 17 99 

CKwt™. O02 .19.99 

Ckrd.Bo32 ~ 14.99 

CWiltofton (1 Mod 22.99 

OVtlSAIlOM A1200 .25.99 

dowi - ~ 17.99 

CoHort2 1999 

Cool Sow 20 99 

COMBAI Alt PATROl 19.99 

Combat Oo>v«. 1 1999 

COMWTCIASOCS2 »°.99 

Cow— ! Spocohaod 17.99 

Cow CH _. - 1 7 99 

53. 22.99 

CmyCanS - 12.99 

Croojor. _ - **99 

G»u*i»x ol *. Oort W 27.99 

Cybo. Punk - 17.99 

CvWwoc.' 22 99 

DDoy 2299 

DGnr*» _.....O03.. 17-99 

DorWo 20 99 

DoASurSholMdlonoV - 21 99 

Daoptoia "99 

DrhiiK Mliik ConMnxhon SM 2 0 59 99 

DvhiKS Point 4 ACA .. 64 99 

Dm*. -..17.99 

Dmwm A) 200 1899 

Dap Cel. 002-19.99 

DESfRI SntIKE ■ i 19.99 

fx™. AI200 1999 

0npW«UH«o 17.99 

5E — : US 

00»* CM2 ..19.99 

CWMM.- 19.99 

DIM 2 30.99 

DfoabloUor 1999 

ti~o»« 17.99 

Hm2W0Nm» -...22.99 

lUtOPEAN CHAMPtaO 17.99 

Gh™»>vhh.p (ooboll C032 1999 

J1-BjJcW2|fM OB ) 2199 

1T.W 

22.99 

_ Cd32 1999 

3010* 19.99 

fl . 17.99 

979 10.99 

flSSxk.(ogU2 1399 

mComtfliTbi 899 

M7CSaV>a> C032 12 99 

F19 Sw* Rghlrj. - 11.99 

1 1 1 7A N.ghino*k Stool-Shah* 22.99 
fA PtEMlfit liACHX FOOlUll - 17.99 

fdo»3-..-. - 24.99 

to Man .... _ -17.99 

UOfGiBy - 7299 

RmTWi) *.99 

iomuro. . Moo 0 lo-Mooto. 19.99 

HASH BACK 24.99 

ftgttfolfeMuoW: 10.99 

Fu&MT SIMUAIOt 2 -24.99 

flight Sim 2 Wiwn f^oooon fax 13.99 

lJ~Ja i amZmf.-L~~ -17.99 

Fon-Jo CM Grand Pn. 22 99 

02,.- 17.99 

Ootaac AI20O..19.99 

CD32 . 19.99 

19 99 





GlOtAl GlAOtAIOW 20.99 

Gool - -.- — 20 99 

Gobbm3 - 22 99 

Graham Good. Sound Inninm M 99 

GraHom Goo* Wodd Ckm&dwt 1999 
Graham toy£f\ Sou- CSolUng. 8 99 

Cond Pri* Qai _ 8 99 

Swan' 1499 

- 18 99 

- C032 19 99 

._'2000 IIMfO) 2199 

fc-ipW 22.99 

'ta.poon . dohUh 2 22 99 

Hon™ hC 3 _ .9.99 

Ho.pocnBa-W-14 - - 9.99 

Hotpoon Umo<* tdiar -..-13.99 

HvoquM? - 18 99 

HlSMlU A 99 

HMD GUNS - — 22.99 

H.w*yl,n.(914 18 2299 

*99 

In^lo-m A»»o-*.Ad. (1 Mag) 24 99 

MM 22.99 

mm .- - .CD32 . 19.99 

!ch0 ^^:z::..;;c M 2.)999 

'2. 1999 

• 2 . _ A1200..19.99 

JrMlMlbpMr ^ 27.99 

Wgucr XI220II M«| 14 99 

1AMS POND ? ROteCAO CD31 . 20.99 

■xtxi Pond J 1999 

lom-tPo-dJ A1200/CD32 .19.99 

lohnModdon 14 99 

Aroiw Pork - 1 7 99 

Ww Pork ^ A1200 18 99 

tAOM Pot CD32 1999 

«240 17.99 

IC240 felon AGAJ CD32 .17.99 

o* Moiomor> ' — 16 99 

•™Quoi»4 26 99 

(Oro-CX-tfO Al 200 26 99 

fctVKkwi - 1799 

KNOTS O* IW StCf (1 MEG) 10.99 

Sup* Hoon. _ 17 99 

I*mcvc7mw1..- '7.99 

SocyotSoroiillNonAGA) CD32.1799 

Sterol Uolour 24 99 

liMMINGS 2 (TH( IBMSI 17.99 

«S±^^ :: : : : ISS 

l«"hM1 — IB 99 

UhlDtvJ _ CD32 .1999 

ln-ng PiflbJ _. 19 99 

lC*OS O* POWf R ._. 22 99 

lc*».IwboViloay CD32 22 99 

Ml UfhM 12 99 

MooK.ontCo.lki , 1999 

^w->v U^i Pnml* l*W4 ChoMlON 19 99 

Mono l> Mmina 19 99 

Mom taocon 2. 19 99 

Moon Ain-.il 17 99 

M*nanga» ol Doom 1999 

M«roo-*m _ — CD32 29 99 

MKTRO MACHINES 17.99 

Mrf_.nl.r2 1399 

Ma 29 Mown ,_„-.. 10 99 

Monopoly 18 99 

Mon3TZ 1799 

MoipK A1200/CD32 1999 

Morlol Komlul 2099 

M,IA« 17.99 

Mr rA*x A1200 18 99 

Nc-co Pole* 5 99 

Nowo. CnolUga - 12 99 

i-./1-m'". . 1799 

Now Zootond Story 6.99 

N<k Fohlo. Gol 2299 

N<kv2 .....v 1799 

r*gel Monwl World Chomp 19 99 

NwM 0 n«.tW«MCh<imp. AI2O0.1999 

MpponSom 19 99 

Ono Srop B-yend '399 

OpMoHon Sknbh 1199 

OVUDToY! 16.99 

O—fcJ Al 200 1799 

OOI CD 32 19 99 

Pono : - - 4.99 

PoraMlSton , ... . 899 

Pt«M>GoMo1 IS- lo-d. ol M 
FWIcki Gonorol Oofo Oitk U99 

PGAGoScovrw, 999 

PGAk>-Go». 19 99 

PMAU DREAMS - FANTASIES - 22.99 

PWBAU FANIASBS CD32 . 24.99 

Pop-louH 8 " |S-E«mrtGomm; 

F^lono^Dr-DDisk 1299 

-**lcT 1499 

Pr*n«r Monogor 2 1799 

PnmoMo<« 19.99 

Pr.cK.aP.vo 4.99 

ProrodX - 1099 

PrSdX CD32 13 99 



S2T *:::::.:::.::: M 

O-ok - CD32 17 99 

Rognorok - 2299 

fcZbo. Idondr. 699 

RoJrtorjrJfcaon _ 12 99 

Boll, ..ZZZ 1999 

Rood, b th> Sklot - - _ 22 99 

Rrnlm.|l MrjoJ _ _ _.....1999 

Rod Boron T. - (So. lorrh ol Pow.) 

Rood Roth _ 1999 

Rok-nHood 1099 

8 99 

. 9.99 

Rom- AD 92 1699 

■locrUrN 17 99 

R u kn ol Enoownont 2 22 99 

rttaajFTZ- coi2 .20 99 

Mm Cup - - 17.99 

SbbToInro r— A1200 2099 

Socond Sonhrfoi _ 1999 

SECtn Of MONKEY ISIAND |1 MEG) 10.99 

SECRET O* MONKEY ISIANO 2 24.99 

^NlWOT 17.99 

TllTlflt'T ' 1 192/931 16 99 

S^»bl.So«r. CD32 1999 



SMMi _ - _.. 1999 

Shodo- londk 8.99 

Sh u rrU (S» LcM*t Gomel | 

S.WSorW«2.. - 1299 

SA-wiri-. 499 

£i&Mym. 19.99 

5>ml»»(A1200) 2299 

S.moo Th. SoroMT 22 99 

Simon Th. Sororor A 1 200 2999 

U CD32 19 99 

SUkt* . 1 2 99 

Soar* Sl».Co»plir*o«. 16 99 

--■KB 17.99 

MUUC 22.99 

UGCNOS 19.99 

22.99 



STAFttORD 

SWr M 



A 1200 2299 

- _ 14 99 

sr 1 *- 1 _ 18 

S1RIP POKER 2 . DAIA DISK - 499 

Sopc BQibor-on ' .. ..1499 

W Cauldron 1499 

SwfiohHri 17.99 

SuporFroa 17.99 

SwwHn.* — - 19.99 

Star trnrorj Hwmi , _„ — „ 22.99 

Svl N^oVT 77- - -..CD32. 1999 

SYNWOUI 22.99 

S'NDICAn DAIA DISK 1199 

Wm«alor2 2099 

IfX _ - - A1200/CD32 2299 

THrolr.OICWh 
IHE GREATEST . 
IhrwidM 



i mg! 
Irooon 2 

S 

IurboCholUngr.3 

lurricon 3 

lurricon 3 

I—.. T o'n ort.. 

I-.tgW 2000 
rvSpomDuo 



CD32 



1999 
.21.99 
24 99 
8 99 
2799 
.22.99 
IB 99 
19 99 
3799 

AI200 1699 

- - 14.99 

i.99 

- 1699 

17.99 

A120O..17.99 

1999 
20 :" 
1999 
22 99 
.19.99 



CD32. 

U96* 

mtlMATi PINBAU OWSI 

UMSCMoraan - 27 99 

Un.^1 Monitor,' 17 99 

lh>dmm2 - CD32 2299 

lAoi-a 899 

Uopio2 19 99 

Ufcroio? CD32 19 99 

WAtr 20 99 

Wor-t^Gull 1999 

VrtoloWowg. C032 1999 

W^Com^ondo. 999 

WING COMMANDtR - A 1 200-22.99 

Worn lii 19 99 

Vm^Wmj.. 17.99 

walr^ollrand - 17 99 

7 mill Hii 12.99 

<fe *» 17.99 

Zool CD32 19 99 

r!ool2' 17.99 

Sal 2 Al 200 .17.99 



Arabian Knighn. 

CK U <k Rock ™ 

Diuy IVwh r i 

Kick OH 2 1 Meg 

Kick OH 2 Final WhiifW 

Kick OH 2 Giant* Of Europe 
Kick OH 2 Return To Europe 
Kick OH 2 Winning tactic*.. 

e Golf 

■am 

K:^ 1 .::::::::::::::: 

Wina Commander 

*^OOl „«MMtt»>»*«»»»tt«4t« 

Zool 



***** 



A1200 



...9.99 
.10.99 
...6.96 
...9.99 
...7.99 
...7.99 
...7.99 
...5.99 
.14.99 
...9.99 
...9.99 
...9.99 
...5.99 
...9.99 
.13.99 
12.99 



EDUCATIONAL 



" •* 



i mm ti i iMMi 



.......... 



AN English (All Ageil 

AD) French (AS Ages) 

AN Math* (AHAgesl... 
Better Spelling (8-10) 
Better ntithi [12-16) 
Cave Mare (8-12).... 
Fun School 2 6-8|.... 

Fun School 2 *&) 

Fun School 2 U6) 

FunSchooU 5-7) 

Fun School 4 (711) 

Fun School 4 U5) 

Fun School Part + Create |BW W „ 

r^Sdiod Sewing Fair (7- 13) 

FracwGobfcn»13! 

Junior Typist (5-10) , 

Magic Maths (4-5) 

Mam* Mania (8-12) 

Math* Dragon. (6-13) 

Merlin Maths |7-U) 

Mickey's 123'« (2-5) , 

Mickey's ABO (2-5) , 

Mickey's Jig vow Puzzkn (5*) 

Mickey's Colours & Shapes (2-5) . 
Mickey's Meinory Challenge IS.).. 

Picture Fractions (7-10, .. 

Playschool (3-6) 

Playroom (3-8) 

Reasoning With Trolls ( 5-12) 

Tidy The House (6-10) 



17.99 

17.99 

17.99 

13.99 

13.99 

9.99 

6.99 

6.99 

6.99 

16.99 

16.99 

16.99 

17.99 

17.99 

9.99 



COMPILATIONS 


1*1 AMI AND S 

lihor I.TrDMonlKo. 

Storm Main* 

£19.99 


COMBAI OASSICS 2 

H9itool(igNw. 
Pocm<htandv 
Silem Sor-co 2 
£19.99 


ANIMATION CLASSICS 

Spoca Ai». 

Dragon 1 loir 2. 
Wiolh ol Tno Domon 

C27.99 


lANIASTIC wo«im 

MoBoloMonio. 

PirrM. Popglo-.. Boalmi. 
... i_j . 

£22.99 


AWASO W1NN(»S 

Popukwi. Kick OH 2. Spaco 
Aco, l^pornonia 
CI 9.99 


fOOIUU CRAZY 

Kiel OH 2 1 11 Moo, Hoyw 

Monogor. K02 finJwS.irlc 

£9.99 


fcrGKMI 

Bock to FuKin 2 IKo Rrol 
GKHlbcUr-.fi I™. 
Smbod. ArmayLt 

DMnrfcr* olEorlli 

Shongoi. BMfaurJ. 
IV Spam Eoofbal , K 
C19.99 


soccirsiais 

Wo«Ch<»pSoc«f, 

Kick OH 2. MrcroproM 

£16.99 


LOBDSOf POWW 

Stlrrnl Sorvrn 2. Rod Boron, 
tollrood W". Mm 
Grmrol 
£19.99 


SPAC1 IE&1WS 

Wing Commandor. Elite 1 
Moga Ho^lrai 1 
£19.99 


COMBAI C1ASSKS 

nSStnfcaEogk>2. 
loom VooW. oBs Attock 

m 

£19.99 


SPOtTS MASTER 

Cuopmn Chompioruhip 
1992. PGA W Go*, 
Ad-rag* bnniijndy MO 


Dizrr coufcnON 

fatt lxnd 4 KwAx Snon. 

lontosr Wbdd On). 

Mogidorid Diuy 
£16.99 


POCX iAMES POO 2. 
SHUTT1E POPUIOUS 2 
622.99 


DUTY'S f XCtUEWT AOV 

Dirr^Ponic. 
Bubble Diuv Dior Prince 
ol Cork to*. SpotbounrJ 
Oil iy Kwit inoi 
£16.99 


IHE OtEATEST Mrroy 
Whit.'. SnooUr. 

■--njjjjpr^ 



10.99 

13.99 

13.99 

9.99 

17.99 

16.99 

16.99 

16.99 

16.99 

16.99 

16.99 

.16.99 

9.99 

9.99 

...17.99 

9.99 

9.99 



JUNIOR ADVENTURE 



Robin Hood (8 * ) 

Scrooge (A Christmas Carol) (8+) 

Ihelhre* Bean (5-10) 

Wind in The Willows (6*1 



Wizard Of Oz. 



Quickjoy Topslar 

Quickioy Turbo 

Oukkioy Jetfighttr 

Cheetah 125+ 

Competition Pro Extto , 

Competition Pro 5000 , 

Technoplus Scorpion Junior. 

Technoplus Scorpion Plus 

1/2 Mag Upgrade 

l^MegUpcjrade.Cbck 

40 Capacity 3.5" Disk Box. 
80 Capacity 3.5" Disk Box. 



13.99 

13.99 
13.99 
13.99 
13.99 



.17.99 
.10.99 
.11.99 
...7.99 
.14.99 
.13.99 
.11.99 
...9.99 
.24.99 
.26.99 
...4.99 
...6.99 



3. 5 "BLANK DISKS 



TDK PRECISION UN BR AH - RICTCUD 





VERBATIM 
I0XED 


BOXED 


.ft 1 .. 


toost 


10 


7.99 


A.49 


5.99 


4.50 


20 


14.50 


11.?? 


10.?? 


8.50 


30 


21.99 


17.49 


15.99 


12.00 


40 


28.49 


24.99 


20.4? 


15.00 


50 


35.00 


26.00 


23.99 


17.50 


100 


65.00 


49.99 


44.99 


95.00 



f 
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its and avoiding enemy specials, as 
> is the only thing thaj will keep you 





e 



r ve whammed 



missions and you've 
paign. 




you close the second door do it fro* 
inside the room, as this will protect h» 
from the Genestealers. Now all yt 
need to do is walk the remaining fo. 
Terminators around the Hulk to seal tK 
last three doors. 



EXTRICATION 

This level is positively crawling wit* 
ambushes, so watch your backs at * 
times. One very important thing to nor; 
is that the lead member of the squat 
starts off carrying an item. If he dros 
it, either through death or hand-u 
hand combat, then make sure someor> 
picks it up. You will need to walk th- 
Terminator manually down the lo*v 
corridor on the east side of the Hulk, s 
make sure you have someone coverm 
him all the way along. 



PURGE 

You'll notice when you start this m» 
sion that you only have two Ston- 
Bolters. That's what makes this miss» 
so difficult. So, position one of 
Flamers at the north end of the maw 
corridor, covering the two corrida 
coming out. Another Flamer should t- 
covering the corridor that leads in fror 
the east. Note: Flamers do not firec 
their own accord, so you'll need to k» 
eagle eyed and trigger happy. Tl* 
remaining three Terminators shoi* 
lead the way to the exit, with tfc> 

Flamer sandwiched between the t* 
Bolters. 





ANTE CHAMBER 

You'll need to move quickly on this mis- 
sion, as all five Terminators have to sur- 
vive. As quick as you can, send three 
Storm Bolters to cover the two eastern 
corridors and run the last Storm Bolter 
and the Heavy Flamer to the target 
area. Once there, move the Storm 
Bolter into a corner so that he can 
attack any Genestealers leaving the 
Genebanksand stand the flamer direct- 
ly in Iront of the target area. Flame it 
and run to the teleport, backing the 
Storm Bolter out to cover any last 
minute attacks. Now get the last three 
into the teleport and you're done) 



THE PERIMETER 

This is one of the game's most difficult 
missions to complete, and you'll need 
all your wits about you as you com- 
mand a squad spread out across the 
hulk. To begin with, though, don't 
shoot at the door to the left of the 
starting point. It's secure and will save 
you a lot of hassle. 

Move three men down the eastern 
corridor, using the other two to seal the 
northern area of the hulk. There are a 
lot of Genestealers around and you'll 
need to kill dozens of them before you 
can set up your positions. The hardest 
places to hold are the extreme north- 
east and north-west, so try to reach 
them simultaneously. Watch very care- 
fully for the Terminator in the north- 
west, as he has to hold his own against 
three genebanks. 



FUNERAL PYRE 

On this mission, there are two things to 
remember. The first is that the flames 
do not subside, so watch where you're 
firing or you'll lock yourself in. 
Secondly, some Genestealers will man- 
age to get through the flames, so never 
assume you're covered. All that can be 
added to that is just be careful, and 
you'll be able to complete the mission 
with three Storm Bolters and two heavy 
Flamers. If you lose a Flamer, then 
replace a Storm Bolter with a Flamer. 




IAENT TO HONOR 

ing to remember on this mis- 
the Genestealers can't open 
e doors on this part of the 
ve got a long and winding 
rough this hulk, so arm up 
ning Claws and a couple of 
ers. Use the Claw to seal off 
rs leading to the Genebanks. 
have secured the key corri- 




dors, move two Terminators towards 
the exit, and drop one back to cover the 
rear. Close any doors you pass, and look 
for the ones with circles around them. 
These are the ones that can't be opened 
by the foul spawn. 



DESCENT 

When you walk down the first corridor 
on this mission, don't worry about the 
Genestealers collecting to the left. They 
can't open the door and are therefore 
harmless. You'll need the Assault 
Cannon to open the blast doors at the 
end of the level, so don't waste any 
shots. 

When you reach the doors, get ready 
to fit the large group of Genestealers 
that come swarming through. If you 
can, keep a Storm Bolter a few paces 
behind the Cannon to take over should 
things get too hairy. When the coast is 
clear, run for the exit. You will lose most 
of your squad on this mission, so don't 
get disheartened. 



WEB OF FLAMES 

As you can select your own squads on 
this mission, you should choose two 
Heavy Flamers and arm the rest with 
Lightning Claws. Flame the two inner 
targets as soon as you can, and use the 
Lightning Claws to make your way to 
the two outer targets. Secure the north- 
ern corridor as soon as possible to stop 
any Genestealers entering from the 
main part of the Hulk. To finish the mis- 
sion, you need to get at least one 
Terminator to the exit point. 



TO THE EMPEROR 

You'll find this easy to plan, although 
not as easy to complete. You'll find the 
Brood Brother in the lower left section 
of the level, and the best way to take 
him out is to fire a Storm Bolter at long 
range. Once you've cleared the initial 
waves of Genestealers you should be 
able to take control of the mission. 
From this point on, just keep every- 
one covered at all times. / 
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fie around to see exactly where he is in 
relation to yourself. 

If he's in a fairly standard craft, and 
-you feel cogfident thai he's travelling 
pretty much straight towards you, you 
can arm a missile (if you have. any) and 
ev.en fire it - yoil're still paused this 
time, but- the missile will ferret off 
towards him as soon as things start up 
v again. If ycfu don't have any missile?, 
just return to the main screen and turn 
your engines off and get ready with the 



manual 'thrusters (Return- and Shift, 
together). 

The skill in this sort of dogfighting is 
reacting efficiently to the given distance 
of the. enemy craft. If he's 1 coming 
towards you* throw your ship into 
reverse, thus giving" you a longer 
amount qf time with the enemy in your 
sights If he is going out of-range. chase 
him until you catch up with him. - 

The real aim here is to get into a 
series of 'chicken rates' against him. 




Oh! What a coincidence! i just happen lo 
have a cargo hold full to brimming with 
high powered squirty watet pistols Will 
that do? 



Suggestion 2. From the Ross 1 54 bul- 
letin board you can accept two pack- 
ages that require passage to 
Formalhaut - the first Federation mili- 



COAABAT 

Oh yes. The big problem. Just about 
everyone I've spoken to has had a fair 
amount of trouble getting to grips with 
the combat, so here is a step by step 
account of techniques that I personally 
employ for success. 

As soon as you are given an attack 
warning, disengage auto-pilot (if you 






1^ 




THE SAFE METHOD THE DODGY METHOD 



It might seem as though you're getting offered all the bonng missions, but once you get a 
few of these simple tasks under your belt, they do get much more juicy, so persevere. 



bombing towards each other and 
avoiding time-consuming battles 
where you just watch him streak 
across the sky while you wobble 



ing to attack once more. An even bet- 
ter way of going about it is to pull out 
of the chicken as late as possible, but 
roll with htm still in your sights, pre- 



along behind him trying to get the senting you with the flat top or bot- 



odd shot in. If he seems to be 
going for this approach, try 
to judge where he's head- 
ing for, and speed there 
before him. Now when ^ ^ 

you face him, you wilt ^ _J 

be on a much tighter 
angle which can be 
corrected until you are % wT ■ 
pretty much on a co ' 
sion course. X ■ 

Most baddies will start 
to fire once they're within 
four kilometres, and are most dan- 
gerous to you at about two kilome- 
tres (especially if they have Beam 
Lasers). You need to know when to 
pull out of the 'chicken' and should 
pass above or under the enemy with 
your engines full forward as he 
streaks past. 

The moment you pass by him you 
should cut your engines, roll to face 
the back-end of the passing ship, and 
then kick in your engines. This is 
when the enemy craft is at its most 
vulnerable as it's still close, but turn- 



er- — W ' 



torn of the ship which is easy to 
target - it's hard to do but 
the results are worth it. 

Another good tech- 
a ' nique when you are 
this close up, is to 
enter the 'chicken' 
and pause the game 
\ m when he gets under 

^ two kilometres away 
from you. You can now 
switch to the external view 
and launch missiles. Because 
most ships will zoom away at full pelt 
the moment they get one whiff of a 
missile, it's better to do this when 
he's on his way in rather than out for 
obvious reasons. 



MISSILES 

If enemy missiles have locked -on to you 
there are two things you can do. One is 
very safe, the other is aggressive but 
dodgy. Read the next bit before you 
decide which one is for you 



As soon as you get the missile warn- 
ing, pause the game and turn the iden- 
tifier on. Now switch to the external 
view and find the missile - making it 
your new target with the mouse. Now 
flick to the rear view, turn the ship to 
manual control and unpause the 
game. Remembering that you're look- 
ing out of the back, move the ship so 
that you can see the missile and get 
some serious speed up. Because you've 
targeted the missile, you will be able 
to see exactly how close it is, and if it 
you keep it in the middle of your rear 
view you'll be able to outrun it until it 
expires. The only problem with running 
away (apart from it being girly) is that 
any damage you've done to enemy 
shields, has time to regenerate. 



Once the missile warning has beer 
given (and isn't it just the most annoy- 
ing noise?), as long as the enemy isn* 
directly in front of you. turn on th* 
auto-pilot which will move you roune 
to the enemy. This will keep you mo* 
ing and should keep you out of trou 
ble for long enough, while allowing 
you to keep your attack up. The on*» 
problem here is that unless you havt 
a powerful beam laser you usualK 
won't have long enough to destroy the 
ship (the auto pilot is accurate but slow 
to lock in). The only way to overcome 
this is to let the auto-pilot bnng you » 
line and then switch over to manua 
just before you need to pull out of the 
'chicken'. Right, let's talk about some 
things to do. 
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SOME THINGS TO DO 

1) Keep saving the game, even after 
destroying each enemy on the way to 
a destination. This is essential if you 
want to make fast progress without 
having to go through the * 
same battles time 
and time <ici... ■ <{^F 
and you might want mj^^^^^ 
to reload a game if ^ ^^^J 
you loose .i particuhr ^^^r^^T 
ly expensive piece of Jak 
equipment or suffer In 
severe hull damage. 

2)Thm is a bit of a che.it 
(so whatl) but if you save the 
game before you leave your cur- 
rent location, when you arrive at your 
next port of call, you can check the bul- 
letin board for traders looking for spe- 
cific stock (such as computers on Mars 
High). You can then load your previ- 
ously saved game and make sure that 
you invest in tons of whatever it was 
that they were looking for. It's also 
worth taking the time to fly to a sys- 
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tern where that stock is a major export 
as you can buy it dead cheap and make 
more of a killing when you go back to 
where you saw the advert - the com- 
puter will still think that this is the first 
time you've been there, so the advert 
will still appear! 



r3) Take your time when landing 
and taking off from planets - 
even when on auto pilot. I 
know that it's a drag to 
^■k watch, and I know that 
I it shouldn't make any 

— difference, but it seems 
' to sometimes result in 
'death for no apparent rea- 
son'. This is more frequent on planet 
bases rather than space stations, so 
watch out. 

4) If you run out of fuel on the way 
to a location and have no more left to 
refuel with, keep the auto pilot on and 
push time forward. If you have enough 
speed and are close enough, you can 
sometimes still make it to the location 
and the auto-pilot with take you in. 
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5) Later in the game when you get 
hold of a more powerful beam laser, 
you can target enemy craft in battles, 
put some distance between you and 
then turn on the Auto-pilot. Even 
though the auto takes a fair while to 
pull round to the target, once you do 
home m, you can a hell of a lot of dam- 
age in a fairly short amount of time. 
Just watch out for enemies doing it 
back to you. 



SO LONG AND 
THANKS FOR ALL 
THE FISH 

I hope that this will be of use to the 
Frontier enthusiasts out there, and 
I'm well aware that people may 
already have different ways of play- 
ing, but it seems as if it's some of the 
things I've mentioned here that peo- 
ple have had the most trouble with. 
Please feel free to send In any tips 
and guides that you have come up 
with', but in the meantime, keep 
on trucking. This is MB sign- 
ing off... 
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If you've persevered this far then good on you. If you haven't then go to the back of the 
class and don't come back until you're up to date. Ready? Here we go then with the 
grand finale! 



ZACH'S ISLAND 

In the city head for the clothes shop 
(found in a small road leading to the 
north near the harbour) and buy five 
evening tunics. Put on your purchases 
and wear the pendant given to you by 
the Ent, then enter the Blue Velvet 
nightclub. Here you will get one end of 
the Fortress parchment. 

You will need at least 20,000 coins 
for this next part. If you don't have 
enough, then ensure that your team is 
properly rested and fed and go and kill 
some assassins. When you have 
enough, go to the alley of the four tow- 
ers, which can be found north-east of 
the harbour. Wait here between mid- 
night and two in the morning and a 
character will arrive. Give this person 
your 20,000 coins and he will disap- 
pear, leaving behind a relic. 

Now head for the herb shop and buy 
the ingredients for five anti-vertigo 
potions, otherwise known as the 
Mildong potion. Head for the harbour 
once more and set sail for Jon's Island. 
Choose the north-east landing stage 
this time. 
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the mountains to the east, dismiss or* 
of your characters. Remember k 
remove all their gold and possession 
before getting rid of them. 

Now head for the mountains to ttv 
east, again watching out for th> 
guards. Carry on until you reach th> 
end of the path, where you shot*: 
come across five pillars and a deac 
druid. At this point you should be car 
rying five relics. Place them on the fn* 
pillars, one on each, and the druid w« 
be revived. Introduce yourself and the- 
recruit him. 

Now head back to the harbour, r 
you are running low on any supplies© 
your party need to rest, then head bao 
to the city. Then head for the end of 0* 
fortress on Olbar's Island. 



return to 

.Hand'™ OLBAR'S ISLAND 

The first thing you'll have to do is figh 
est along the Fire Elemental. There's a knack ft 
le guards taking on one of these guys. What yo. 
you pass need to do is make one of the charat 
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•Level 3 is the Wood level, and so you'll find all sorts of things to jump 
on, such as screws and bits of wood. Watch out for the nails sticking out 
of some walls, though, as these will kill you on contact. To find the first secret 
room, stand on this block and jump to the left onto the spikes below. These 
won't kill you Instead, you can now walk to the left into the first secret room, 
which will provide you with a weapon! 



^^Vou'll need to be really careful 
when it comes to dealing with the 
snails in this area. Some of them 
become spiky occasionally (and will kill 
you if you touch them) while others 
fire fireballs at you. The only way to 
safely rid yourself of them is to peck 
them to death when they are in their 
'safest' modes. 
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^^kAs you work through these ice 
blocks, you'll find loads of bonus- 
es. Instead of divebombing as you did 
before, take a little time to peck away 
one a layer of ice at a time. This way 
you can gain maximum points. Which is 
what you're after, isn't it? 



g k There's a secret room at this point 
ol the level, about half the way up 
Jump into the middle of this area, and 
you'll move into another secret room 
In the middle of the screen is a secret 
door which takes you on to the neirt 
warp room. 





a^To get through all this ice in one 
swift and easy move, just leap into 
the air and pull down on the joystick 
I lo make Alfred nosedive. He will 
charge through, block after block, 
\ for as long as you keep holding 
14 jdown the joystick. 



^^Thcre's another rather well hidden 
^^secret room on level 3.2. Jump 
over to the right from the start position, 
and then jump up. Alfred will smack his 
head on the base of the invisible door, 
which you can then walk through to 
the second secret area. 



^^When you reach the end of section 

^^3 3, only switch the upper of the 
two switches. Both turn platforms on 
and off. and you'll only need the one 
set to continue in the game. Mess this 
up and you'll be in big trouble. You 
have been warned. 



g .Section 4.2 is another chainsaw 
^^race! This one is a bit easier as at 
you need to do is stand on these pop 
cans and the chainsaw will carry you 
up the level. Jump from the one you're 
on to the next as soon as you can 
because they don't last very long. 



PROJECT X 

Team 17 Classic 

Michael Sammut from topsy-turvy 
Australia has been playing this tweaked 
re-release for over week and he's come 
up with a couple of tips you may well 
be interested in. 

Just as the game begins, fly into the 
nearest alien and kill yourself. This may 
sound a little crazy but by gotng a life 
down you'll be rewarded with a hom- 
ing missile and possibly additional fire- 
power, and that's definitely worth it, 
reckons Michael. 

When you have been hit and are 
going down, you'll notice that if you 
have a power-up already highlighted 
then you'll still be able to select it. The 
advantage of this is that you should 
retain it when the game continues. 

GRAHAM 
TAYLOR'S SOCCER 
CHALLENGE 

Buzz 

If you're having trouble managing the 
England team then for God's sake 
resign, but if you're having trouble with 
Krisalis's marvellous budget re-release 
then Paul Powell from Mid Glamorgan 
is the man to thank. He's sent in some 
top tips for furthering your manageri- 
al career. 

Monday - concentrate on set pieces 

and outdoor games. 

Tuesday - play a match or do nothing. 

Wednesday - indoor game and circuit 

training. 

Thursday • skills and outdoor games. 
Friday - do nothing. 
Saturday - play a match or do nothing. 
Sunday - circuit training and skills. 

If you ever get to a cup final and are 
required to play on a Saturday and 
Sunday then just shift the training days 
down one day for that week only, then 



return to the above guide. Train every 
month of the year and play friendly 
games against top teams at home dur- 
ing July. 

If you are at the top of your league 
table towards the end of your season 
and you are confident of your team's 
ability then drop down to the play-off 
zone. These play-offs will earn you 
loads of money (always handy), but if 
you don't win the games then you 
won't be promoted. Decide wisely. 

FLASHBACK 

US Gold 

James Bennett from Sheffield has come 
up with a right rollicking cheat for 
Delphine's incredible arcade adventure. 
To by-pass clocked doors without hav- 
ing to find the keys then simply follow 
his cheat and you'll be well away. 

Walk up to the door you wish to pass 
and turn around so that your back is 
against it. Now comes the tricky part. 
Hold down the firebutton and tap the 
joystick in the opposite direction to the 
door, then push the joystick towards 
the door and release the firebutton. It's 
tricky to describe and even harder to do 
but once you get the knack you'll be 
able to pass through any doors you 
please. Great or what? 

ARABIAN NIGHTS 

Krisalis 

Okay now. here's the one you've all 
been waiting for. We may have exten- 
sively tipped this rather neat platty 
game several months ago but we never 
gave away the completely smart cheat 
mode hidden deep within the game. 
So, take a deep breath, here goes... 

On the title screen, type in 'SIMEON' 
and the screen should flash red. Then, 
while you're playing, hold down the left 
Amiga key for invulnerability. Pressing 
TAB will skip levels. 
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If you're having trouble with Colin Curly's 
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at hand in the 
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form of Mr C Mok from Wallasey. He's sent in 
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all 100 level codes, you see, which you'll find 
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handily listed below. 
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that's it! 



BRUTAL SPORTS 

FOOTBALL 

Millennium 

As the HMV Level One Brutal Sports 
Challenge has well and truly passed 
(we'll be covering the event next 
issue), it's now safe to release the 
game's various cheats, as supplied by 
the programmers themselves. 

To select the league you want to play 
in. press 'L' followed by a number from 
1 to 3. with 1 being the highest. Now 
press 'M* followed by a number from 
1 to 6, which will select the match you 
want to play. Therefore if you press 
'11 M6', this will whisk you to the last 
match of the top league. 

During play, press the following keys 

for special bonuses: 

L - Lightening 

I - Invincibility 

G - Walking ball 



Shield 
Hare 
Tortoise 
Freeze Blocks 



PREMIER 
MANAGER 2 

Gremlin 

You lot don't mess around, do you? 
After a mere three days after the game's 
release I'm bombarded by billions of let- 
ters outlining the same cheat. So a big 
thanks go out to everyone who sent this 
in, there are too many to thank individ- 
ually. 

Go to the phone and dial 781560. 
You'll be presented with a neat fruit 
machine which you can play to your 
heart's content. The idea here is to gam- 
ble your funds away without winning 
anything - you'll see what I mean, / 
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Well raise my rent if it isn't good old PD 
Zone! Yes, prepare to be amazed by 
gorgeous, cheap and aromatic items of soft- 
ware. Matt Broughton breaths in the air. 
Deeply. 
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DOODY 

Logic PD, 

Disk G0086 

I'd like to welcome newcomers Logic 
PD, lo these hallowed pages, and also 
to thank them for sending such a 
superb little game for me to play! 

Doody has been around for a 
while out there in PD land, but as 
of yet remains a virgin as far as 
The One is concerned. It's a simple, 
but superbly presented little plat- 
form romp that takes elements 
from Mario. Joust and an old 
arcade game that I've forgotten 
the name of but you had to dig 
holes, things fell in those holes, 
and then you filled in the holes - 
d'you know the one? (Yes, it was 
called Panic Attack - Simon) Any- 
way, that's what it reminds me of. 
I'll live my own life. 

It's all very simple and the basics 
of the game revolve around clearing 
the screen of the Mario-esque bad- 
dies that descend from pipes at the 
top of the screen. On the first few 
levels you need to attack the turtles 
by jumping underneath the platform 
as they pass above you, flipping 
them onto their backs (sound famil- 
iar?). While on their backs, they are 
vulnerable to your attentions and 
can be dispatched with a swift boot. 
The only problem is that you have to 
get to them quite quickly - while 
avoiding all the other rampant tur- 
tles of course! - or else they'll right 
themselves and turn into the next 
evel of baddie (i.e. blue, fast and 
well 'ard.) 



As the levels progress, other Mario 
characters appear and cause you no 
end of grief, including those nasty 
crabs that need a couple of hits 
before they'll roll over and give in. 
Needless to say that contact with 
any of the screen's inhabitants will 
cost you one of your precious lives, 
although coins can be collected en 
route for extra points. On the sub- 
ject of extra pick-ups, you'll find all 
manner of things appearing for a 
short time, from Coke cans to pep- 
per pots, which can all be collected 
for super-sexy scores. Letters also 
appear from time to time and can be 
collected to spell out, yes, you've 
guessed it - BONUS. Original stuff, 
yay? 

Bonus levels and location changes 
keep you on your toes, and you also 
have a magic platform that can be 
bashed against up to three times to 
kill all the on-screen baddies in a 
panic situation. Not incredibly orig- 
inal, but good fun and superbly pre- 
sented. Well worth a look. 



JELLY BEAN 

17 Bit Software. 



This is a bit of a rip-off as far as game 
ideas go, but it looks nice and actually 
plays very well. It's really a bit of a 
cross-breed from tons of puzzle games 
that we've seen over the past few 
years, but mainly it smells of One Step 
Beyond. 




Being a little jelly bean, you have to 
jump around an isometrically viewed 
world of stepping stones, changing 
their colour in a Q-Bert fashion. You 
have a starting position and and end 
block to be reached, but you can only 
land on that end block once all the 
other blocks have been changed, (oh. 
and did I mention that once you've 
changed a block's colour, you can't 
jump on it again?) It's not easy to com- 
plete and requires more than just a bit 
of forward planning. 

To start with, the level layouts are 
nice and easy, but it doesn't take long 
before the game introduces more and 
more blocks, in more and more nasty 
positions. Just as in One Step Beyond. 
Colin... er, I mean Jelly, can jump either 
one or two blocks at a time so you 
need to plan the level out first (oh. I 
don't suppose I've mentioned the strict 
time limit either have I?) 

Just as in One Step Beyond, (that 
sounds familiar) there are a number of 
different blocks that effect the way 
each level must be played. Jumper 
blocks send Jelly off in specific direc- 
tions, while telcporter blocks will send 
him across the level. Some other 
blocks, when stepped on. alter the 
colour of surrounding blocks; surround 
blocks will alter any blocks touching 
them, while column blocks will change 
anything in that particular, er. well, col- 
umn, really. 

A password system has been includ- 
ed to save you having to wade through 
earlier levels in subsequent games, 
while both soundtracks and back- 
grounds change to keep things from 
appearing too repetitive. Various col- 
lectible items fall into the 'Jellyzone' 
and add that extra incentive, but to be 
honest, you're better off just concen- 
trating on the matter in hand. 

Not for the impatient or mentally 
disadvantaged, but a nice little puzzler! 
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ROAD TO HELL 

PD Soft 



"Well I'm standing by the river, but 
the water doesn't flow, it boils with 
every poison you can think of." 

Although the title may lead you to 
believe that this is a LucusArts adven- 
ture based upon the hilarious antics 
of that crazy rock person. Chris Rea 
(a lot of scope obviously), it is in fact 
an excellent Overdrive-ish game. 
There's no real point in me going on 
and on about it in detail because it's 
pretty simple to understand - espe- 
cially if you're familiar with games 
like Super Cars 2 and Overdrive. 

You can buy smoke screens and 
missiles for your car, along with 
power steering, armour etc and 
before you know it you're off to take 
part in either single races or one of a 
number of tournaments. The smoke 
screens are fired by pulling back on 
the joystick, leaving your opponent 
well and truly stuck, while missiles 
can be let loose by pushing forward 
- and I'm sure I don't need to tell you 
what they do! 

In single-player games you can 
view the race from above as either a 
full screen with you in the centre, or 
as a split screen, but that's about it. 
The game's default speed is actually 
a bit fast but if you slow it down a 
bit it becomes an incredibly playable 
little game. 

The car is quite responsive and 
although it suffers from a fair 
amount of skidding, it's easy to con- 
trol after a short while. The comput- 
er opponents aren't exactly the 
toughest you'll ever come across and 
in general you'll have more problems 
negotiating the track layouts. How- 
ever, because these tracks are fairly 
straightforward you can concentrate 
on attacking the computer oppo- 
nents. It's nice to be able to beat 




someone for oncel 

The tracks get more and more silly 
as the tournaments progress and you 
end up spending more and more 
time just crashing into walls if you 
go to fast - one of the reasons why 
it's a good idea to purchase some 
armour early on. 

The presentation is very good 
throughout and an instruction option 
takes you through all aspects of the 
game. This is a brilliant little racer and 
a worthwhile addition to your collec- 
tion if you have neither the inclina- 
tion or the money to buy Overdrive. 



coloured balls do anything from fill in 
caverns to set explosions that follow 
the outline of a wall, destroying any- 
thing in its path. Different values of 
diamonds are also now on offer, with 
the highest valued ones requiring 
same serious planning to get to. 

It's an old idea I know, but thanks 
to the improved baddies, door systems 
(controlled by a joystick icon on screen) 
and tons of other goodies, it's certain- 
ly worth a look rf you fancy a trip down 
memory lane. Especially if you've ever 
wondered what memory lane would 
look like with a dazzling new look (and 
a live band). , 
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ROBOULDIX 



PD Zone has been a fairly nostalgic 
flavour this month and this theme con- 
tinues as we take a look at what must 
be one of the most imitated games of 
all time. And I think you can see what 
game I'm talking about from the 
screenshots. 

Boulderdash was a major success a 
number of years ago, and has been 
more than adequately covered in PD 
releases ever since, but this one partic- 
ularly caught my eye. 

Just in case you're not familiar with 
Boulderdash then let's explain what 
the gameplay entails. You are a gent 
who has to work his way through an 
area of underground caverns, recover- 
ing diamonds whilst avoiding falling 
rocks, not to mention the vast number 
of strange creatures that inhabit the 
underground world. Most of the PD 
clones have concentrated on producing 
exact copies, but Rebouldix actually 
does a pretty decent job of tarting it 
up with a good number of original 
ideas. 

The first, and most obvious change. 
Is the presentation. The music, sound 
and graphics have been given an fresh 
lick of paint and shine very brightly 
indeed. 

Rocks no longer just fall with the 
threat of a crushing, but now also 
explode and create a number of extra 
boulders whenever they drop more 
than a couple of blocks. Barrels of TNT 
set up chain reactions, while different 




SLIME 



ftware. 



Once upon a time (and you know 
you're in trouble when I start like 
that) there was a boxer dog called 
Punch, who was loving and friendly. 
The only problem with Punch was 
that he slimed I 

Yes. spit and dribble flowed from 
Punches mouth to the point where his 
owners were forced to wear raincoats 
and welly boots at all times. Until, that 
is. the neighbours petitioned for Punch 



to be destroyed after he got too affec- 
tionate with a poodle and drowned it 
with his spittle. The family could not 
bring themselves to do such a das- 
tardly deed, so they built him an 
underground kennel which was, unbe- 
known to all, right next to a sewer 
which carried the waste from a nearby 
nuclear station. Waste and slime met 
and the micro-organisms mutated into 
a fast-breeding strain, feeding on 
sewage until the awful green ooze 
welled from manholes and drain cov- 
ers. Something had to be done. 

Thankfully, professor J Lathan 
came up with a new invention - The 
Slime Compactor, and now it's down 
to you to rid the streets and sewers 
of the foul clag. 

This game actually reminds me of a 
number of games from years gone by, 
primarily 'Worse Things Happen At 
Sea' from the old Spectrum, and 
'Hover Bover' from the CBM64. You 
carry the slime-slurper (an overgrown 
hoover) on your back and basically you 
have to suck up all the slime you find, 
the only problem being that it keeps 
multiplying and spewing out of uncov- 
ered drains. If s here that the becomes 
almost exactly like WTHAS, as you have 
to collect plugs to stop the flow, whilst 
keeping on the lookout for fresh tanks 
to dump the collect slime in because 
your slim-slurper only has a fixed 
capacity. Doorways need specific keys 
to pass through, while maze-like corri- 
dors keep you running backwards and 
forwards like a nutter as you try to 
keep the slime under control. 

Bombs and blocks are also strewn 
around the levels, and can be used to 
trap and, fairly obviously, blow up areas 
of slime as it tries to cover the world in 
its hideous discharge (eerrgg!!). 

The game looks and sounds pretty 
basic (but then again so did most of 
the Spectrum games, as I remember!) 
but it has such a frantic pace that it 
really is a good giggle. The collecta- 
bles are hidden under blankets of spit 
for most of the time so you have to 
hoover away like mad just to find the 
plugs, and then try to keep the drains 
clear long enough to bung 'em up. 

Slime is very simple in both idea 
and presentation, but an excellent 
reminder that all that glitters is not 
gold. Have fun. 
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YOU'VE GOT WHAT I NEED! 

I imagine that you'd like to send your pocket money to a total 
stranger. Vou would? Oh. Horc, have an address. 

- PD-Soft, 1 Bryant Ave, Southend-On-Sea, Essex SS1 2VD. 

• 17 Bit Software, 1st Floor Offices, 2/8 Market Street, 
Wakefield WF1 1DH. 
Telephone: (0924) 166982. 
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THE ORCHARD, 139 HIGHRIDGE GREEN. 
BISHOPSWORTH, BRISTOL BS13 8AB 
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John Menzies 



YOUR NEXT SOFTWARE PURCHASE 
AT JOHN MENZIES COMPUTER 
| DEPARTMENTS WHEN YOU SPEND 
£19.99 OR MORE. 



In John Menzies compurer departments, you'll find remarkable deals on entertainment software across all formats. And in 
every magazine below, you'll find another £5 voucher wotting to save you money. Buy the titles, rip the vouchers and cosh in. 
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After last month's vomit-inducing debacle 
we kick off our new and occasional look at 
various computer-related individuals' and 
companies' working days. Simon Byron 
keeps his trousers firmly up as he spends 
roughly ten hours with the people who 
produce Games World Live! 



Every weekday at 6 o'clock 
Games World is transmit- 
ted, via the Astra Satellite, 
into the homes of anyone 
fortunate enough to own a 
SKY dish. There are five incarnations 
of Games World and each takes a dif- 
ferent approach to the subject of 
computer gaming. Big Boy Barry's 
Joypad is transmitted on Tuesdays 
and is a jamboree of features and 
reviews; Monday and Wednesday are 
Eliminator nights where contestants 
compete in a number of game chal- 
lenges, with the winners taking on 
the might of the Videators (the com- 
puter equivalents of the Gladiators) 
in Friday's Beat the Elite. Thursday's 
Games World Live!, where gamers 
challenge each other over the phone, 
is the only night broadcast 'as it hap- 
pens', the others having been pre- 
recorded before they're shown. 

Games World Live! Is transmitted 
from two locations; the studio itself 
where the proceedings are ably han- 
dled by the presenter. Jeremy Daldry. 
and an outside broadcast, beamed 
straight from the home of the pre- 
vious show's overall winner. 
Throughout the show, viewers are 
randomly selected from the phone- 
lines to play a video game against a 
member of the three-strong team at 
the outside broadcast, the winner 
being the person to have amassed 
the most points over a specified time 
limit or, if they're playing a combat 
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Don't let it be said that I don t write 
interesting and infomative 
captions. 




Jeremy relieves the tedium by play- 
ing a game of hide-and-seek with 
himself. We can see you I 



game, the last player standing. These 
games differ every month so the con- 
testants never know what they'll be 
playing. 

But unlike the rather naff Maggot 
Moments. CBBC's phone-in comput- 
er game challenge, the contestants 
don't bark their commands to some- 
one in the studio. By using the key- 
pad on their touch-tone phone in the 
same way as a joypad they can play 
virtually any game on any format 
because the phone's different 
pitched tones are converted, via an 
Amiga, into commands the comput- 
er or console can recognise. 

After each member of the team 
has played a telephone challenge, 
the three winners compete in an 
eliminator, with the two contestants 
who have obtained the highest 
scores taking part in a timed quiz. 
The winner of this rapid-fire ques- 
tions-and-answers session is then 
deemed champion and picks up a 
prize as well as the opportunity to 
form a team and have next week's 
show broadcast from their home. 

Phew. Now that you pretty much 
understand the format of the show, 
let's take a look behind the scenes 
and find out what real- 
ly goes on. 



m raving, I'm raving- 
D ,Tke behind Jeremy. 



sings the 



I arrive at Hewland 
International's HQ at 
London's Docklands, 
a little tired (it's an 
early start for me, 
you know). Stephen 
Carsey, the show's 
producer, and Vinny 
Ward, the Games 
esearcher. are already hard 
at work, having started their day an 
hour earlier. 



"We usually begin the day at ten 
o'clock, but every Thursday we tend 
to start a little earlier because of the 
amount of things we have to sort 
out for the live show," Steve 
explains. 

There is a lot that can go wrong 
during transmission and although 
you can't predict acts of God, you 
can do your damndest to ensure that 
everything is as fully-working as pos- 
sible. Vinny checks every piece of 
equipment and each game (with 
back-ups. if possible) while Steve 
makes a few minor alterations to the 
script. 

Tonight is a Halloween special, 
and the team have prepared pump- 
kins and ghoulish props to place in 
the background of the set. They were 
hoping to do the same for the out- 
side broadcast but it turns out that 
last week's winner is the son of a 
Clergyman who's not too happy 
about having all kinds of what he 
perceives as anti-religious items in 
his house. 

"It's little things like this which 
you can't ever hope to predict," 
admits Steve, "but we usually work 
round them." 

Another thing they couldn't have 
predicted is the non-appearance of 
the Mortal Kombat cartridge. The 
game has been borrowed for use in 
another edition of Games World and 
the person looking after it has failed 
to turn up. British Telephone's prof- 
its are increased tenfold as Steve 
tries frantically to get hold of the 
troublemaker, all to no avail. 

"I've got a bad feeling about this 
show," Steve mutters to himself, 
"but that's nothing new." 

He should be worried - it's the first 
time they're using the word 
'crap' on-air. The Clergyman 
isn't going to like that. 
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10.00+* 

Steve's not-plush-looking car is load- 
ed with most of the equipment (con* 
soles, computers, tellys. leads, etc) 
and we set off to Sky's studios in 
Middlesex. One additional item the 
show is incorporating tonight is a fax 
machine so that viewers can send 
messages into the studio to be read 
out on-air. 

"We're always coming up with 
new ideas to make the show just 
that little bit different, and because 
it's totally live, we're able to." 
enthuses Steve during one of the fre- 
quent traffic jams. "That's what I like 
about live TV - it's totally immediate 
and although it can be a headache 
to produce it's far more exciting and 
rewarding at the end of the day." 

The journey is peppered with tales 
of mishaps which have happened 
during the previous shows. Last 
week the Satellite link went down 
just as the show was coming to a 
close and on another occasion the 
Neo Geo packed up two minutes 
before transmission. 

"We were lucky that night." 
admits Vinny, "all I could do was 
power everything down and restart 
it again, which fortunately solved the 
problem. I'm not sure what we 
would have done otherwise." 



11.10** 

After an hour and a half of being 
wedged against a box of pumpkins. 
I'm finally given the chance to exer- 
cise my legs as we arrive at Sky and 
begin unloading the car. By now the 
set is virtually fully assembled and 
various blokes are wandering around 
with cobweb spray for that authen- 
tic Halloween look. 

There are already a few problems. 
The usual Vision Mixer is off ill so a 
new one has been drafted in and 
he's never seen the show before, let 
alone worked on it... There will be 
problems attaching discrete micro- 
phones to the Mortal Kombat stars, 
tonight's guests, because one of 
them is bare-chested... The fax 
machine needs a telephone exten- 
sion... It all sounds like Headache 
City, if you ask me. 

In the sound room things are well 
underway. The Sound Supervisors 
have dug up some chilling sound 
effects labelled, amongst other 
things, 'Woman carrying on a bit" 
^^and 'Big scream'. Steve listens to 
^ them all before deciding which 
f^fj ones to use. 
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Lights... Camera... Action... Cue 
Jeremy... Or something like that, 
anyway. 

Vinny begins assembling the vast 
array of consoles and computers 
directly behind the set, out of sight. 
He's responsible for the software 
which converts the telephone signals 
and also ensuring that each game is 
primed and ready to go whenever 
the Director requires it. The display 
of technology is quite frightening, 
even though it's all perched on pre- 
carious-looking trestle tables. 

Mortal Kombat hasn't turned up. 
A trip to Curry's is a distinct possi- 
bility. 

More people arrive in the studio and 
begin busying themselves with the 
mundane tasks of checking that all 
the cameras, microphones and leads 
are in working order. Zoe the Pro- 
duction co-ordinator enters the 
Gallery baring a pile of fruit for the 
bigwigs to tuck into. This injection 
of vitamin C helps "diffuse the ten- 
sion." mumbles Pete the Director 
before popping another grape into 
his mouth. 

The ongoing fax palaver takes 
another twist. Someone has point- 
ed out that holes will have to be 
drilled through Jeremy's desk in 
order for the wire to be concealed. A 
handy man is duly dispatched. 

Stefan the Lighting Director 
strides into the Gallery, pinching a 
banana en route. "Too many of these 
and I turn into Bananaman," he grins 
before dropping his knees in front of 
Pete the Director and shouting, "I'm 
not worthy." This isn't a TV studio - 
it's a loony bin. 

1210 f* 

Zeo the Production Co-ordinator 
arrives with a pile of scripts. Steve 
talks Jeremy through the various 
links he has to do throughout the 
show and Jeremy tweaks bits here 
and there and adds assorted gags to 



Due to studio cut-backs, there's only one beverage between the whole 
crew. "Go on • you nick his cup of coffee," says the Floor Manager. "Geroff 
Jeremy's quite tough,' replies the Runner. 



suit his particular style. The semi- 
finalised script is then handed over 
to Judith who begins typing it in to 
the autocue. 

Pete the Director works out the 
individual camera shots and explains 
the visual effects to the new Vision 
Mixer, who becomes increasingly 
perplexed as time goes by. 

Behind the set, Vinny is shaking 
his head. Yes, the Neo Geo is playing 
up once more. "I can't believe it's 
gone again," murmurs Vinny before 
submerging himself in a sea of wires. 

Still no sign of Mortal Kombat. 

1.00 +* 

Rehearsals start. The four games 
which will be used for the challenges 
are played through so that the Direc- 
tor can work out where to place the 
framed pictures of the contestants 
at the Outside Broadcast. Once this 
has been sorted, thirty seconds of 
the game are recorded so that an 
excerpt can be played as Jeremy 
explains the challenges to the watch- 
ing nation later on this evening. All 
is going well until a workman wan- 
ders over to Vinny's desk and igno- 
rantly removes a plug from the wall. 
Even though the Gallery is thor- 
oughly sound-proofed you can still 
hear the Director scream as the 
power is drained from the comput- 
ers. The workman's grunted apolo- 
gies do little to appease anyone. 

However, amongst all this despair, 
a ray of light shines on the fortunes 
of the crew. Mortal Kombat has 
finally arrived. 

200 f* 

Jeremy begins rehearsing the Games 
World Live! advert to be played 
before the show's transmission. 
"Join me at 6 tonight for fiendish fun 
and ghoulish games," he says in his 
TV voice. 

Even though this ad is to last 



approximately twenty-five seconds, 
it takes a remarkably long period of 
time to be filmed. The Director 
makes frequent trips from the 
Gallery to the studio floor and 
adjusts the positions of the pump- 
kins and candles. Although it is per- 
haps a little unfair of me to judge 
(I've only been on TV once and I was 
crap), I can't help wondering how 
the actual live transmission will go 
if they can't even film a twenty-five 
second ad. 

if. 00 f-"- 

Full rehearsals begin in earnest, as 
does the general commotion. The 
Floor Manager races around the stu- 
dio, directing people to their respec- 
tive positions and shouting via the 
talkback' to the Director who's still 
in the Gallery. A couple of Runners 
(the type who assist the studio's big- 
wigs, not the athletes) stand in for 
the Mortal Kombat stars who still 
haven't arrived yet. The only person 
not running around panicking is Jere- 
my who remains at his TV desk crack- 
ing gags. "Twenty quid more and 
they could have got Tim Boone," he 
laughs. 

Half an hour later and they 
haven't even made it past the first 
ten minutes of the show. The script 
is altered once again and the 
changes passed back to the autocue 
operator who frantically types them 
into her computer. All the OB bits of 
the show are simulated by a blank TV 
screen and a pause for thirty seconds 
or so because the satellite link has 
yet to be established. 

UM0+* 

Liu Kang and Johnny Cage, the Mor- 
tal Kombat, stars arrive and are told 
what will be required of them, The 
Director wants the pair to stand 
behind Jeremy and mime punching 
moves as the Mortal Kombat trailer 
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is being played so that when the 
shot cuts back to Jeremy it looks as 
if they've jumped out of the screen 
and into the studio. TheQ, after a 
brief chat, they are to launch into an 
improvised fight in the background. 
No problem, they reckon. 

As this part of the show is 
rehearsed it becomes apparent that 
the two have no idea of what makes 
live TV tick. Their impromptu fight- 
ing scene is accompanied by loud 
whoops and hollers, meaning that 
Jeremy can't be heard over all the 
commotion. They're so embroiled in 
their own little world that the 
scenery begins to rattle and the Floor 
Manager is instructed to ask the to 
pipe down. The countdown to trans- 
mission continues... 

$-10 f** 

Forty minutes later than timetabled, 
the Satellite link is established and 
rehearsals are restarted from the top 
with the OB's bits now beamed into 
the studio. This is the first time that 
the crew get to see both bits of the 
show together - and this only fifty 
minutes before Games World Live! is 
due to go on air. 

Even the game challenges and 
telephone conversations are 
rehearsed, with Steve assuming the 
roles of all phone-in contestants and 
playing the games using a phone 
from the Gallery. This allows Vinny to 
check the equipment once again, as 
well as giving Jeremy the chance to 
respond to unrehearsed conversa- 
tions. 

Rehearsals come to an abrupt halt as 
a few last-minute difficulties are 
ironed out and the make-up team 
powder Jeremy's nose. 

There's a problem with the Quiz 
questions. The autocue operator has 
missed out one poser, putting all the 
accompanying video clips out of 
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Before the transmission, the two Sound Supervisors recount their fishing tales. "I tell you, it was THIS big and I've 
got a bloody great scar to prove it," boasts the bloke on the left. "Blimey, I wish I was you," admits the bloke on the 
right before inviting himself round for Sunday lunch. 



sync. Unfortunately it's the ("run") 
VT Operator who takes most of the 
flak before the real root of the prob- 
lem is discovered. 

As the digital clock displays S.S7 
(four minutes to go!), a hush 
descends over the Gallery, save for 
Steve reiterating an earlier thought. 
"I've got a bad feeling about this," 
he murmurs. No-one else hears apart 
from me. 

&00f» 

The show is actually transmitted at 
one minute past six, although the 
Gallery erupts into a cacophony of 
assorted commands precisely a 
minute beforehand. Forty seconds 



later, someone begins a countdown 
as the Director lines up the opening 
camera shots. Just as the countdown 
reaches "six", someone shouts out, 
"this one's for the Queen mother." 
Everyone is still laughing over when 
the Director shouts out, "run VT." 

Although the TV listings state that 
Games World Live! runs for thirty 
minutes, the actual duration is twen- 
ty four, allowing for adverts. Once 
you're perched in the Gallery, 
though, it feels as if you're in a time 
machine. Even though every second 
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Vinny (left) is so mulit-talented he can sort out all the show's technical 
equipment whilst listening to the latest Take That album on his Walkman. 



This is what it looks like if you stand 
on a ladder behind the cameras. 



is absolutely crucial, the time pass- 
es in a flash and before you know it 
everyone is congratulating everyone 
else as the show draws to a close. 
Remarkably, everything went with- 
out a hitch and the show was gen- 
erally regarded by most (including 
me) to be a fine example of how live 
TV should be done. There were a few 
minor hiccups - at one stage they 
were thirty-five seconds over time 
(gulp!), resulting in a hastily trun- 
cated chat with the Mortal Kombat 
stars who couldn't promote their 
game as thoroughly as they'd 
like; Jeremy couldn't quite hear 
the viewers' quiz answers at the 
end of the show ("Sorry, that's 
wrong," he'd respond, only to 
have Steve correct him through 
his earpiece); a few of the on- 
screen scores we're mistyped, 
but nothing too major. 

As everyone begins to pack 
away the set with remarkable 
efficiency (the studio is virtual- 
ly cleared by five to seven), I'm 
handed the fax machine to stick 
in the boot of Steve's car. When 
I enquire why they weren't able 
to use it, Steve tells me that SKY 
wouldn't let them use that par- 
ticular phone line. All that wor- 
rying for nothing. Makes you 
sick, doesn't it? 

And the overall verdict? "Not 
bad," reckons Steve as we make 
our way back into central Lon- 
don, already contemplating 
next week's show (a Bonfire 
Night special). Mill, only anoth- 
er 22 shows to do... 





JUNE 1992 

ON THE DISKS' Playable demos of Indy IV 
arcade game, Pushover and Striker, F1GP 
cheats plus two PD games: Team 17*1 
W.iqqli- O Mini.i and Galaxlans! 
WIPPED! Premiere, Zool, Galactic and 
Rookie*! 

REVIEWED! Sensible Soccer, Jaguar XJ220, 
Floor 13, The Addams Family, Wiikid and 
many more! 

TIPPED! Complete player's guides to 
Harlequin and F1GP and the second part of 
the Shadowlands solutionl 
PLUS! Team 17 interviewed plus preview 
round-up! Free Ocean badge! 



JULY 1992 

ON THE DISKS! Playable demos of Red Zone 
and Galactic plus FIVE complete PD games: 
Battlements, Dragon Tiles, MegaTron, 
Omega Race and Hollywood Trivia! 
WIPPED! Lotus 3. Wing Commander and The 
Carl Lewis Challenge! 

REVIEWED! Lure of the Temptress. Monkey 
Island 2, Ishar, Striker, Championship 
Manager and many more! 
TIPPED! Player's guides to Parasol Stars, 
Epic, John Madden Football and Eye of the 
Beholder 7! 

PLUS! The One games challenge! Free Dune 
poster! 



AUGUST 1992 - SOLD OUT! 



SEPTEMBER 1992 

ON THE DISKS! Playable demos ot Premiere. 
Tiny Skweeks and Match of the Day, 
Flashback preview and three PD games: 
War, Nebula and Croak! 
WIPPED! Second Samurai, Flashback and 
more on Frontier: Elite 2! 

REVIEWED! Premiere, MegaTraveller 2. Guy 
Spy, Fascination, Shadow ot the Best 3 and 
many morel 

TIPPED! Player's guides to Graham Taylor, 
Civilization and Fire * Ice (pt 2) and the on- 
going complete solution to Monkey Island 



OCTOBER 1992 

ON THE DISKS! Three disks this month, con- 
taining playable demos of Assassin, KGB 
and Fireforce plus 2 PD games: Cybernetii 
and Sub Attack! 

WIPPED! The Chaos Engine. Legends Of 
Valour and the final instalment ot Frontier: 
Elite 2! 

REVIEWED! Putty, The Humans, Aquatic 
Games, Lotus 3, Zool, T toddlers and many 
more! 

TIPPED! Player's guides to Dune and Lure of 
the Temptress, the start of a complete solu- 
tion to Eye of the Beholder 2 and the last 
part of the Monkey Island 2 solution! 
PLUS! Those end game sequences revealed! 
Wi-stwood Studios interviewed! 



NOVEMBER 1992 

ON THE DISKS! Playable demos of The 
Chaos Engine and Lionheart plus five PD 
games: Revolution. Bridge Ball. Flag 
Catcher. Biplanes and Tank Attack! 
WIPPED! Street fighter 2, Gunshjp 2000, 
D.i'kmore and Drier! Strike-! 
REVIEWED! Wing Commander. 
Shadoworlds. Road Rash, Curse of 
Enchantia, Legend of Kyrandia. Assassin 
and many more! 

TIPPED! Complete solution to Hook and the 
second part of the Eye ot the Beholder 
solution* 

PLUS! Sensible Software interviewed! 



Being a person of discerning taste you are no doubt a 
regular reader of The One, the bible of all that's tops in 
the heady world of Amiga games- But even so there may 
well be embarrassing gaps in your collection. Maybe you 

didn't start reading The One until recently, or perhaps 
you didn't start reading at all until recently or maybe the 
newsagent simply ran out of stock - in which case why 
didn't you place an order? 
Whatever, here's your chance to fill in those gaping 
voids in your magazine-related life. Below you'll find 
listed all those lovely issues of The One stretching back 
to May of last year, complete with detailed descriptions 
of their contents. Be warned that many of them have 
sold out - we're just so damn popular! 
To order simply fill in the coupon below, write out a 
cheque/postal order for the required amount and send it 
to: The One Back Issues Dept, Tower Publishing, 
Sovereign Place, Lathkill Street, Market Harborough 
LE16 9EF. For more info call: (0858) 468811. 



DECEMBER 1992 

ON THE DISKS! Playable demos of Sensible 
Soccer VI 1, No Second Price, McDonalds 
land and Creatures plus a preview of 
Street Fighter 2! 

WIPPED! Superfrog. Star Trek and WWF 2! 
REVIEWED! Legends of Valour, No Second 
Price, McDonalds Land, BC Kid. Nigel 
Mansell. Lethal Weapon .mri AMU more 1 
T1PPEO! Player's guides to Zool, Putty and 
Wiikid plus the last part of the Eye of the 
Beholder 2 solution! 
PLUS! The A1200 revealed! Richard 'Mr 
Music' Joseph interviewed! 



JANUARY 1993 

ON THE DISKS! Psycho Game - a complete 
game specially written for The One by 
Bullfrog • along with playable demos of 
Gunship 2000 and Dalek Attack plus a pre- 
view of Archer Macloan's Pool! 
WIPPED! Microcosm and Dracuta on CD, 
Dune 2 and Superhero! 
REVIEWED! Indy IV graphic adventure. 
Street Fighter 2. Cool World, KGB, 
Waxworks and many more! 
TIPPED! Player's guides to Assassin and 
Wing Commander, the start of a complete 
Legend of Kyrandia solution and a 
complete solution to Diziy: Prince of the 
Volkfolk! 

PLUS! 1993 previewed! The One awards! 
Stunning Dave Gibbons cover! 



FEBRUARY 1993 

ON THE DISKS! Playable demos of Darkseed, 



Universal Monsters and Superhero! 
WIPPED! Space Hulk, Chuck Rock 2 and 
Ambermoonl 

REVIEWED! The Chaos Engine, Dragon's Lair 
3, WWF 2, Darkseed. Sleepwalker and many 
more! 

TIPPED! Player's guides to Street Fighter 2, 
Senslsoccer V1.1, Sabre Team and fireforce 
plus the on-going Kyrandia solution! 
PIUS! Commodore's ex-boss Kelly Sumner 
interviewed! 



MARCH 1993 

ON THE DISKS! Playable demos of 
Superfrog, Flashback, Prime Mover and 
Woody's World, plus a complete PD game: 
Oblivion! 

WIPPED! Liberation: Captive 2, Woody's 
World, Ishar 2, Blaster and amny more! 
REVIEWED! Body Blows. Lionheart, 
Flashback, Transarctica. Walker, Lemmings 
2 and many more! 

TIPPED! Player's guide to Legends of 
Valour, complete solutions to Indy IV 
adventure and Future Wars and the last 
part of the Kyrandia solution! 
PLUS! Ten good reasons to buy an A1200 
now! Dino Dini interviewed! 



APRIL 1993 

ON THE DISKS! Playable demos ot FA 
Premier League (collector's item!|, 
Abandone Places 2 and Beavers, plus two 
PD games: Tr.inspl.int and PacMan Deluae! 
WIPPED! Batman Returns, Cyberspace, 
James Pond 3, The Lost Vikings and many 
more! 



THE ONE BACK ISSUES OFFER! 

PtMit s«nd mm the following back itvuel*) of The On*: 

** * ♦ tii in i i iii mum* aaaaa aa.*a«*aaae* M n s mn nm*MM ** n QlJilflt 1 1 y . 

I enclose a cheque/postal order made payable to EMAP Images for £ 

(Rates per magaiirte: UK - £5.99. Europe • £6 50 Oversea* - £8.50) 

Address:. 



Post code: 



rleasv allow JS day* tor orden lo O* fulfilled upon 'xxpi ef raqueil Alt orders are subject lo avail- 

t , ■ all tltlat shewn are available at ihe linwi ot the roue eMraj to press (eatapl these marked 
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REVIEWED! Superfrog. Arabian Nights, 
Chuck Rock 2. Abandoned Places 2, Desert 
Strike and many morel 
TIPPED! Complete solutions to Darkseed. 
Dragon's Lair 3 and Indy III, plus the start 
of player's guides to KGB and Bill's Tomato 
Game! 

PLUS! X-Wing on Amiga revealed (but it's 
actually an April Fool's joke). 



MAY 1993 - SOLD OUT! 



JUNE 1993 

ON THE DISKS! Blaster!, a specially-written 
full game for The One, plus a playable 
demo of Nippon Safes and two complete 
PD games: Alien Bash and Tractor Beaml 
WIPPED! Bubba 'n' StiK, Realms of 
Darkness, Innocent Until Caught, 
Maelstrom and many more! 
REVIEWED! Goal!, Super Cauldron, Ancient 
Art of War in the Skies, Legend 2, The Lost 
Vikings and many morel 
TIPPED! Player's guide to Lionheart and 
Chuck Rock 2 plus the completion of the 
solutions to KGB and Chaos Engine! 
PLUS! We tell you how to get into the soft- 
ware business! 



JULY 1993 - SOLD OUT! 



AUGUST 1993 

ON THE DISKS! Tre« Warrior, a full game 
from Thallon written specially for the One. 
plus a playable demo of Ishar 2 and Snakes 
and a complete PD game: Wibble World 

Giddy! 

WIPPED! Total Carnage. TFX, Beneath the 
Steel Sky, Utopia 2, Brutal Sports Football 
and many more! 

REVIEWED! Deep Core, Sim Life, Whale's 
Voyage, 1B69, Battle Isle '93 and many 
more! 

TIPPED! Player's guide to Dune 2, Gunship 
2000 and Reach for the Skies, the 
Abandoned Places 2 complete solution con- 
tinues white the World Of Legend solution 
starts! 

PLUS! The CD32 is unveiled! Arnie's raw 
deal! 



SEPTEMBER 1993 

ON THE DISKS! Playable demos of 
Overdrive, Bubba r n' Sti«, f117a Stealth 
Fighter 2, Deep Core and Suburban 
Commando! 

WIPPED! Last Action Hero, Micro Machines. 
Alfred Chicken, Theatre of Death. Seek & 
Destroy, Oscar and many moral 
REVIEWED! Soccer Kid. Hired Guns. Diggers. 
Premier Manager 2, Vol Joe!. Blob, The 
Patrician and many mare! 
TIPPED! Complete player's guide to 
Syndicate and War In The Gulf, a complote 
solution to Transarctica, the start of an 
Ishar 2 solution, the ongoing Abandoned 
Places 2 and Worlds Of legend sagas! 
PLUS! More CD32 info! 



OCTOBER 1993 

ON THE DISKS! Playable demos of Space 
Hulk, Alfred Chicken and Burning Rubber! 
WIPPED! Mortal Kombat. Dreamweb, 
Elfmania. Evolution. Wonder Dog, F1 and 
many morel 

REVIEWED! Space Hulk, Jurassic Park, 
Overkill, Micro Machines, Alfred Chicken, 
Blaster. Disposable Hera, Burning Rubber 
and many more! 

TIPPED! Complete player's guide to 
Diggers. Beastlord, Wibble World Giddy. 
The Patrician, Goal! and more on the Ishar 
7 and World* of taganri solutions! 
PIUS! It's ECTS time again! 
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Fast-response Mailorder 
10am- 10pm 7 days a week 
No credit card surcharges 

Always a persoii-never an answerphunef 



VISA 




Games 



1MB OMB) 
1 M8 'AMIGA l| 
A- TRAIN («" 
' Win : 
WHDONa i 

A3ASOONECI 

AOCAMS I 

WRWPPiy 

** SUPPORT' 

ALFRED CHC.Kyta_ 

Hi >■■ 'lENiAIJ 

AUEN 3i1MB)L 

MM hkh u. iwcwi amour" 

auen breed »rl 

AUEN BREED 
ALIO ALIO 
AMOS 

Mm 

ANCIENT ART 

APACHE 
APOCALYPSE 

ARABAN 

MKUOB 
NW up ; 

APSFNAl THE 





BHW IM 
BRIDES OF 
euOSBUMNV 
BUUYB 

-..M'. .<-■ 
BURRM 
: tl IM 
QUMOM 

■'. - 

«(*>*»> 

.h-:l- 
2AHTO IN 
cartoon 
CA5TLES 
CSNTURION 

-AM 'I' IC -II- 

I HM4PK KIM 
ChAOS ENGINE |1 




ATACflMBI 

a mo 

AWARD WINK 
B-l?aYINOI 
BARDS TALE 1 

bauds tale coHarpucno kit «ime. 

BMHWI 
BATTLE CHBBS 
BATIE ISLE " 
BATTU TOADS 
BFASTIORO 
BENEATH THE ST! 
M KM 

FitTM'i 1 BRflTHiP 

■M^-.t i» DES'IN'MMF 
BLAST AR (1MB) 
81 OH (1MB) 

: L L I ' ..M:t. ■ 

■ H BAT [1A. I 

BODY BLOWS 
BODY BLOWS 

BODVBlOm 
BODY BLOWS 
BOOT 



rAIRPATHOyiMBl^^ 




chuck rock: 

rr,! i7ATiTJ,1 

CtWJZATlON lAMKMlBXB 
COMBAT AIR PA' 

COMBAT 

COMBAT 

CONTRAPTIONS 

COOL SPOT 
COUNT 
DOUN1 
OHM 

CRYSTAL 

CYBERSPACE H 

ermoH 

DAlE* ATTACK 

DEEP COM 
umu ■■ 
ntrtN , -mi >.» 
desert stuke 

0(OC.EH51A1W}| 

DOPDSABIEH 

DOZl SF.I Hi 

DOGFIGHT (1M 
OONK 

DMOUAflMI 





rMMWaua 

DMWMOU 

L1HLAULNB8 
DRE AWWf | (1 

DUM ' 1 1 

DYNA BLASTER 
EASY AMOS 

ELITE U- 
E5PANA 
■UMKrN 
BfOPEAN 
EYE 0' THE BEHC4.DER I (1 MB) 
EYE Of THE BEHOLDER II (1 MB 
Mi COMBAT PILOT INOTTO 
'-»RETAUA10n 






7. 
7.1 

14.90 

UBS 

KM 

IBS 
UBS 

;.ts 
tsss 

1175 

liBS 

24 96 
7»BS 

II M 
HH 
2196 
12.96 
JIM 
496 
IM 
19.96 
ION 
24 95 
4.S0 
DI6 

1*96 

19.9S 
BK 
2196 
2*96 
i a 96 

I ITS 

2IK 

1996 

HM 
■ N 
1286 

use 

21 86 
7*96 
MM 
2296 
24.05 

11.96 

2196 
19.96 

9.99 
2296 
ft* 

rje 
1095 



CD-32 



AUB< 

a>:> 

MM 

m 



rni» 



laMMH-BOTMl 



MRU 



■WNTTi 

0*a* 

mnotc 

IWUf 

IP—tE 90OCa»99« 

jiti-vmiBi 

W> 



flXA 



MM 

r» 

UN 
UN 
li I* 
M» 
NM 

II ■ 

N't 



un 
"« 

MM 



FipOMMH *M 

F1 ITA STEALTH FIGHTER |lMB| 24.96 

117 CHALLENGE (1 MBI 10.05 
'ACE Off ■ ICE HOCKEY tM 
FALCON 2.9* 
FALCON . COUNTEKSTRIKE DATA DIM 7.95 
"ALCON • FIRETCHT DATA 1X5* 7.99 

FANTASTIC DLTZY 18,94 
FASTFOOO|MOT.| 100 

FATAL STROKES 21.96 
FWC ANOBRKSTOHE (> MB] 7.96 

FIRST DM90N MANAGER iNOTBDfl 6J)6 

... IHJJ 22.95 
FLIGHT Of THE INTRUDER «OT.( 7.96 

fOOTBAU MANAGES 3 19,96 

FORMULA 1 GRAND PHIK 11 MB| 24.96 

Ql 1L96 

GADGET L05T IN TIME 1296 
GALACTIC WARRIOR RATS 795 



Please note 

NOT' means software is 
not compatible win the 
5CO Plus, 600 or 1200 



OALWTIETU 
GEAR WORKS 

GLOBAL GLADIATORS 0 M» 
OLOBDUE 

GNOME ALONE 

GOAL (1MB) 
.-.r*ii : iilab: 

GHAMAM OOOCH WID CLASS CHICAET 11 MQ 

CJLA/iAM TAYLOR-S SOCCER (1MB) 
GULP 

r, .'I 

rtASNA fiA^LlAMA . ..NIMAIION WORKSHOP 

HEAD MR HEELS 
MEPOOUEST 
HEROOLIEST2 
HILL STREET BLUE5 
HIRED OUNS 

HISTORY LINE {1 91«-l 91 B) d MB] 
HOOK 

h-i-U-i >( in'*. 

HUMANS AOT12D0I 

HUMAHS-Anuk ln« |DHa EMM fNOTItOD) 
Kt 

nOLANA JONES I FATE AIL ^CTI(IMB) 
hDIANA JONES A FATE ATI. LADV) (IMBl 

nOIANA JONES A L CRUSADE (ADV) 

pMOCENI UNT11 CAUGHT 

PiTEPNATlCNAL 5 A SIDE 
NTEHNATIONAL GOLF 

ISKAR2I1ME4 
lSnAR2tAHOA12DO) 
JAMES POND 

,OHN MADDENS FOOTBAU 

JURASSIC PARK (IMBl 
JURASSIC PARK IA12W 

«£YS Of MARAMON 

KQI 1|9J| 



I ■ 
1S7S 
1 1 M 
2196 

\fiVI 

2296 
2196 

2196 

796 
2196 
24 96 
2S99 

996 

790 

16.96 
796 
2496 
24*5 
796 
7J8 
21.96 
10» 
696 
19 9S 
O ■ 
17.99 
1Q9S 
24M 
0.96 
696 
2196 
21.1ft 
fl.OS 

199S 

UK 
■ 9J 
4.95 

T1K 




HID Pl» MT120O 16" 

KIMGOOMS Of GERMANY II 94 

.. the - ■ i HI? 1196 

n i.j n|| 

UHGCNCS BUI 

LEMMINGS tORONAU 1696 

LEMMlf^S ; (1MB MDTIS00I 21 94 

- -Ml. ",'HSi 1496 

LIBERATION - CAPTT.l ! 2295 

UNKS tUS 

LOMBARD HAC RALLY 9 96 

LOSTVVUNGS 1196 

LOTUS ESPRT TURBO CHALLENGE 7J8 
LOTUS 111 ■ THE ULTIMATE CHALLENGE H MB) 1896 

LOTUS TURBO CHALLENGE II 7JH 

MAELSTROM 2496 

ma tot ia.96 

MAGOAN5 CASTIE . 21JS 

MANCHESTER UNITED - P9B9BR LEAGUE 2196 

MAMAC MANSION 10.96 

MAAjOaMOSJMQ(1M9> 21» 

m-. - ---- •. ,.-i.i;., HM 
HAMS BEACON TEACHES TYPING V2 (' MB) 71.96 

mmn rat 

mm ARENAS 1199 

IHiiTlSM '96 

maujuttm rmBtuui/imonin urn 

MERCENARY 1 14SS 

99CRC WOlHi 1S 7S 

MCNOPROSGOlt 1MB 24.96 

MO"** 'MB^tijxi 1695 

LALW- AWGA'AP. 1196 

MORTAL HOMBAT (1 MB 25.99 

Mit ma MMH ' .'a- 20.96 
•RO."ALD06CH*RNONSH»GOLl>nMB| 24.96 

s;--. 71«5 

WHTtMn 10* 

XCPONSAfESMC 2>9* 

NOOOY*fl BKi ADMBITuK 1S7S 

N00OYS PLAYTIME 'MB' 1S79 

MDRTHASGUTH 696 

09AAR SHARPS BROM n MSI 2«SS 

ONE STEP BEYOND '9.71 

OPEMTO) THUNDERBOLT 199 
OLfTLANDER 

OVEHDRM.'ML' 

DVBVQLL 

PA«AIOCIlEOJaNG 
r AH'-'.- RM9| 
PENPAL 

PERFECT GENERAL {1MB) 
PERFECT GENERAL - fffl DATA DISK 'MB 
PERIHELION 
PGA TOUR GOLF PLUS 
P1NBALL FANTAS*S:iM8l 
PIRATE B 
PtOEAOXS 

pom . 

popfyej 

PC9"JLOlffl • PLLB n MEG) 
POPULOUS/RRCMSEO LANDS 
POSTMAN PAT 
POSTMAN PAT J 

PREMIER MANAGER 

PREISER MANAGER 1 
PRIME MOVER 
F«!NCE OF PERSIA 
PROJECT X (IMS) 
PUBBB1 
GWAK (1MB) 

HHI.BASUIALL2(NOT.| 
nACNAROP; 

RAILROAD TYCOON (1MB) 

KAJNDOW ISLANDS 
RAVE 

REACH FOR ThE SKIES 
ROAD RASH 
ROOM HOOD 
R0BWS0M3S REOtuCM 
ROD LAND 
ROOKIES (1MB) 
RUGBY COACH 
RULES O* ENGAOEIAENT 2|1MB| 

RYDER CUP 1B.9S 

R'DEll CUP (AMIGA 12M( 1996 

SABRE TEAM- A1700 2196 

SCRABBLE 20.96 

SECOND SAMURAI 21 96 

«CHfT OF MONKEY ISLAND II (IMBi 27.95 

Ml 9fXOM9M loss 

SHOE PEOPLE 7.96 

SHOOT OM UP CONSTRUCTION ILTT '95 

5IMCTY - ARCHTTECTURE I i*"iCIENT] 796 

SIM OTY DELUXE 25.90 

S9MUFE ■ 2496 

SIM LIFE (AMIGA 12m 2495 

SIMON THE SORCERER (1MB) HS5 

f.iMON r^f xincfJH jttsn BJI 

SIMPSONS . BART VI THE WORLD 23.95 

SKIDMARKS (IMBl 19.7S 

SIEIFWALKEH(IMB) P.» 

RUOa 6.96 

SOCCER KID 2195 

SOCCER KID A1200 2194 

SOOTY A SWEEP (99 

iOOTYS «UN >YTTH NUMBERS 1S7S 

SOUP TREK 2TJS 

SPACE HULK 14.95 

SPACE LEGENDS (TUB) 2llft 

SHORTS MASTERS ICOMP) HJS 

STAR tOROiIMB' -I '' 

STA-UU51 I1V-3I UBS 

STREET FIGHTER 2 il W| 2095 

STRIKE FLEET 10.05 

STRIKER 7.95 

STRIKER MANAGER 7.95 

STUNT CAR RACER INOTCCCI MOTlXBI IBS 

SUBURBAN COMMANDO |- FREE FILM) II. TS 

SUPER FROG (1MB) 19.95 



SUPER ULAGUE MANAGER 


IB.95 


SUPER MONACO OR. 


7.96 


SUPER TETPJ5 (1MB NOTT 200) 


17.96 


SUPERCaRS II fKrnsn 


'96 


SUPERHERO (1MB) 


21.96 


SWITCHBLADE it 


7J6 


SW1V 


TJS 


SYNDCATE |1MB| 


II ■ 


TKT IICOMPI 


14.9S 


TENMSCUP2 


'J6 


TERMINATOR 2 - ARCADE GAME 


21.90 


• I A" ... 1X01 


24.99 


THE GREATEST |OOMP| |1MB| 


24.75 


THE PATRICIAN (1MB) 


H7S 


THEATRE Of DEATH 


21 .BB 


THCMAS FUN WITH WORDS 


1675 


THOMAS THE TANK ENGINE 


6.96 


THOMAS THE TANK ENGINE II 


10.95 


TOM 


7.99 


TOTAL CARNAGE 


20.95 


TOYOTA CELICA 


6.96 


TREASURE ISLAND LWZY 


«49j 


VR9R ' '■ 1 ON PRO WDl I 


10.96 


T RIWAL HLWSUIT 


SM 


TWILKiHT JtfiO 


2496 


URIDW 2 


1I9S 


llfl 9V 


70S 


VALHALLA (1MB*. 


2T.9S 


WALKER (1 MB) 


2195 


WLTNIB 


21.95 


WONDER 000 


11.95 


WOOD'S WORLD 


19.95 


■jom nwiRAUi 


6.96 


irrjRjLDCLRBBRjUOSn 


12.96 


HDRUCURIOCCIfl 


100 


WORLDS OF LEGEND 


IftBS 


TO JOE 


19.95 


ZAK MCKPACKEN 


mos 


ZOOl CMBl 


1&05 


IDOL (AMIGA 1B»I 


19.9$ 


imqcsbi 


15.75 



Games Centre 
10am— 8pm Monday to Friday 
10am— 4pm Saturday 

? minutes from Old SI. TuBe slalian. lake exM 2 

3.5" Disks 



Pixie & Dixie 



Educational 



0MII99J 

MOM DRASERi 
":t.-^ 

wwhi «• tr0lla 
W IM 

IH'ltl 

AMMS9 9NJ JM— ajR R-I1I 
AHMtR IAOI MNKR OH ItMB 



MM 
•4N 

-J M 
<«• 
-IN 



<**UM HARTS* 

WHI tMn'M ■•111 
9WI1VIW 



"HAM" MAIHI 00U— I friR 

■9R9N1 ■MPMl 0OLRRI fiHB 

■fTTEAMAIWInMR 

■I IB* 9PLLUN0 ■ AOULTi 

ARtOKTYNHftia 

»' 

MOM WW i n 

r. «1- mOI II : 

unctci ACHnaWBCMOi 
i~i mi -i «■ 1 

in hti i 

-win t» oi 

«iimi»^iM']'i . i ■ ■ ■ 
■o f»t*cx n i i»n ii u « inn ia ii 

AO JUMOR COinM HA ■ 471 
Qiaii>IIUtt|l1>A|| 

AO twrin n i in> i) ti ■ 1 1 tt ■ 
n*t ibbm I9*n ■ • - m m <*** « 

IL»VHr| • liWHB'.'.. .'St" "I 

n*i toon 4 wan * » t • > i. » « 
n* vxa natni pi n 

PANT AM) CRUTI 4MB 1 1 
■AW (MR 



ll» 

>!• 
UBS 

II ■ 

iim 

•in 
...... 

I1M 

i«m 

UN 
l&H 
UN 
CM 

un 
un 




Qty 


DSDD 


DSHD 


10 


5.30 


7.80 


20 


10.35 


15.35 


50 


22.95 


34.40 


100 


39.95 


61.90 


500 


184.65 


269.65 



All our disks are fully 
guaranteed and include lane** 




Hardware 



AW ( ii-ih.™ -p?nH duel 0.9Mb 77 96 
WLi|*!i*w>^iiiu» hi.. OSMb 

A 5 Blk*J« n »RlMPB M I 1Mb SfiK 

t-iwiion Jf» .Hill foe. 1Mb 11.96 

PmIM imM niMiRan aCM 

PATWdorimi.cADi.Om) sen 

Ralmhill lAuU mAjWbfaick «"ill« 1*75 

ZHT BNno SprtMaii BM 



Hint Books 



r-i w"« mow i 

iOIH 4 »»TT »TL MM 

■(MN4X*CMLCIWKKR(W) 

laH 

NhSAt MNaSD* 

BCNIT (It Mtt-O PI LAM? I 



T91 

'.99 

iM 



Miscellaneous 



t-PiBrt" - '. 


696 


mWONMfPSI 


ITS 


Mcubi 


14.75 


MojwHlUBt 


7.9S 


MjjwMjI 
BCARTcAbM 


2.9ft 
949 


WirtlM..! 1 ■ Wliim 


42.95 


WmliiUBcn Iv 1KB 


17.05 


wo«*iuaon Iw 1200 


39 BS 


iWotnalfciro KlO moju rwl 




iwum home «nd OuM ciwth) 




D/sfc Soxes 




10 Slioi|Mi:h 


0.04 


AO LT^jBVrRW 


4.B5 


so m ■lw i "WSjm. 


. S.00 




9.W 








»'S 




0.7S 


100 ~ 


10.05 


Joys(/CKS 




125* 


9.00 


Aniga AnHogu* AcUpU 


<oe 




I17S 


lr»r-l«l ■ AnNogui 


36.00 


FrmhMl - »0L»l 

Mat-ill* 1 (OSlTBFln IM ISOiJBT) 


2T.00 

ii« 


MjjQMtvA/FfSVlgn 


2200 


N«Wsak*A7F 


1175 


P<Ooo 1 IOS190F) 


»25 


Pyhon iM(OBTJTF) 


• 75 


OuKKlOl 1 Tjno(SV12ll 


796 


Sc-ea^WF 


11.00 


tJR4*JMnu*^»i 


1150 


SIR-PlfrM 


1150 


Ria Bug IbDrk of «neii| 


1160 


T09Bb*|8V1I7| 


2150 



DataGEM 
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ataGEM Ltd a* 
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Department TH0, 23 Pitfield St, London N1 
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ST0PPRES8-/f»M»*L. 

YOU CAN ORDER UP TO 23RD DECEMBER 



time tor Christmas. It only costs £6.00 (including had { 




RECOMMENDED 

Hey v you can tell Christmas is coming can't you? How? By the fact that there 
are Easter Eggs in the shops! But seriously folks, there's no time to waste - 
you've got to get that present list up the chimney to Father Christmas as 
soon as possible before all the other little brats do or you might get missed 
by the sleigh on the big night. But writing out all those names of the games 
you want is such a chore, so here's a handy hint for you: Rip out this here 
Recommended section, circle all the top titles you require with a big red 
marker pen and send it to Santa. It's as easy - and as simple - as that... 



Alfred Chicken 



Publisher 
Issue Reviewed 
Memory 
Price 



Mindscape 
October 1993 
1Mb 
£25.99 



86% 



Although not as good-looking as some of the recent 
flock ol platform games. Alfred scores over many of its 
rivals by simply being incredibly playable There are 
tons of secret rooms and bonuses to find and, 
generally speaking, you'd be hard pushed to And a 
better no-nonsense platform romp. 



Arabian Nights 



Publisher 
Issue Reviewed 
Memory 
Price 



Krisalis 
April 1993 
1Mb 
£25.99 



Yes, Arabian Nights is yet another platform game, but 
don't yawn and turn over the page because this one Is 
really something rather special. Its fast, looks good, 
sounds terrific and plays superbly, but on top ol that 
It's got some excellent 'arcade adventure' aspects lo 
add a touch of depth. Smart stuff all round. 



Archer Maclean's Pool 

Virgin Games 



Publisher 
Issue Reviewed 
Memory 
Price 



October 1992 

512K 

£25.99 



Assassin 

Publisher 
Issue Reviewed 
Memory 
Price 



Team 17 
November 1992 
1Mb 
£25.99 




90% 




907c 



When Jimmy White's Snooker was released, the public 
lapped it up in droves. Archer has used the same game 
engine to produce a game which is arguably better 
than Snooker due to trie fact thai Pool Is a more 
accessible and easier to play sport. If you missed out 
on iWWS then you'd better pot this un. 




92% 



89°/« 



Battle Isle 93 



Publisher 



Blue Byte 




Issue Reviewed August 1993 
Memory 1 Mb 

Price £29.99 

If you like Battle Isle then you'll love this. It's basically 
more of the same but with an enhanced control 
interface ripped from Historytlne. Once again you have 
lo pit your armies of tanks, troops and spaceflgtiters 
against the enemy hordes. For those of us who never 
thought wed enjoy a strategy game it's a godsend. 



92% 



Body Blows 



Publisher 



Team 17 



Issue Roviewed March 1 993 
Memory 1 Mb 

Price £25.99 

You've rood (he hypo end we've had the phone calls 
but now, at last, Body Blows is here. And - yes! - It Is 
better than Street Fighter 2. The graphics and sound 
are as excellent as you've come to expect from Team 
17, and the fumpin' gameplay is fast and furious. Eve-. 
Amiga gamer, beat-'em-up fan or not, will love this. 



857c 




867c 



The Chaos Engine 

Publisher Renegade 
Issue Reviewed February 1993 
Memory 1 Mb 

Price £25.99 

It's been an age In the making but the wait has just 
about been worth It. TCE is basically Gauntlet wHh 
knobs on • but what knobs! Computer-controlled, 
artificially intelligent second player, music that 
changes with the action, RPG-like character 
development, the list goes on. Great fun, all In all. 

Chuck Rock 2 



Publisher 



Core Design 



Assassin is a Slrtdor-basod arcade shoot-'om-up which 
blows the rest of the rest of the feeble attempts clean 
out of the water. With perfect control, live massive 
levels, gorgeous graphics, Inspiring sonlcs... Need 
we go on? Assassin should be in everybody's 
software collection, now! 



J'^l |li9i?fi 



Issue Reviewed April 1993 
Memory 1 Mb 

Price £25.99 

CR2 stars baby Chuck Jnr In a perilous trek across 
loads of gorgeously-detailed and heavily-parallaxed 
scrolly levels in an attempt lo rescue his dad, the 
famed Chuck flock. Although familiar platform stuff, 
the huge, Imaginatively -drawn baddies and tongue-in- 
cheek humour makes this a winner. 



ECOMMENDED 



0 



Combat Air Patrol 



Publisher 
Issue Reviewed 
Memory 
Price 



Psygnosis 
April 1993 

1Mb 
£29.99 



89% 



91% 



In the same month we review Desert Strike along 
comes the similarly Gulf War-inspired Combat Air 
Patrol. It's a flight Sim with Its eye firmly on payability 
rather than rigorous technical accuracy, so while it 
may not Impress the sim hard-liners the res) of us will 
have a whale of a time. The 3D, by the way, is great. 





Goal! 

Publisher Virgin Games 

Issue Reviewed June 1993 
Memory 1Mb 
Price £25.99 

The game that would be Kick Off 3 Is finally here and 
it's a scorcher! While not as Instantly accessible as 
some of its rivals there s a wealth ol options that you 
can toggle on and off to make life easier. In our book 
it's not quite the Sensi beater that some would have 
you believe but it's great nonetheless. 



Desert Strike 



Publisher 
Issue Reviewed 
Memory 
Price 



Electronic Arts 
April 1993 
1Mb 
£29.99 



93°/c 



90% 



Gunship 2000 



Definitely EA's best Mogadrivc-to-AmiQa conversion 
yet, DS has you flying a state-of tho-art attack chopper 
around hostile desert territory. Ifs a thinking mans 
shoot-'em-up basically, with excellent graphics and 
sound and flawless payability. A classic, and actually 
better than Its Mogadrtvo inspiration. 




Dune 2 

Publisher 
Issue Reviewed 
Memory 
Price 



Virgin Gamos 
July 1993 

1Mb 

£30.99 



90% 



From Westwood, the people who brought you the 
equally recommended Kyrandia, comes this, a very 
playable and beginner-friendly strategy game In the 
Sim City mould. Harvest spice, light rival Houses, 
become ruler of Arrakls and have fun. This Is good 
stuff for strategy butt and novice alike. 



Fireforce 

Publisher 
Issue Revlewod 
Memory 
Price 






ICE 

October 1892 

512K 

£25.99 



90% 



II: =5 



86% 



Yet another blast from the past. Fireforce has 
distinctly Green Beret origins. Who cares whore it 
comes from when the end product is this good? 
Violence and more violence (with some distinctly 
realistic throat-slitting) make this horizontally scroller 
a game which you should hide horn your granny. 

Flashback 

Publisher US Gold 

Issue Reviewed March 1993 

Memory 1Mb 

Price £25.99 

Flashback is from the French geezers wot brought you 
Another World. If truth be told it's not quite as 
stunning as that classic but it's a close run thing. The 
animation of your character as ho runs, jumps and 
fights his way. Prince of Persia like, thiough the alien 
world is superb. A platform game fan s dream. 

Indy Jones IV (Adventure) 

US Gold 




Publisher 
Issue Revlowed 
Memory 
Price 



Micro Prose 
July 1 993 
1Mb 
£34.99 



Have we had to wait for this one! Don't worry, though, 
it's been worth it. Once again the Prose people have 
come up trumps with what is undeniably THE 
helicopter sim on the Amiga. Super-fast contoured 
landscapes, wlngmen, oodles of firepower and long- 
term challonge make this any flyboys must buy 



Hired Guns 



Publisher 
Issue Reviewed 
Memory 
Price 



Psygnosis 
September 1993 
1Mb 
£29.99 



You may not think that you liko RPGs but if so then it's 
likely you haven I played Hired Guns • It truly is an RPG 
lot everyone. Using a Dungeon Master-style control 
system you must guide four futuristic mercenaries 
around complexes blasting all and sundry and solving 
puzzles. It s violent in the extreme ■ but great fun. 



Ishar 2 



93% 



89% 




r 



Publisher 
Issue Reviewed 
Memory 
Price 



88% 



93% 



Publisher Silmarils 
Issue Reviewed July 1993 
Memory 1 Mb 

Price £29.99 

Yet more adventures In Arboreal The game engine has 
been tweaked and cleaned up here and there, but 
technically H's not that much of a leap over what the 
first Ishar offered. All the same Its good, long-lasting 
entertainment, even if you can spend too much time 
wandering around lost. 

Jurassic Park 

Publisher Ocean 
Issue Reviewed October 1993 
Memory 1 Mb 

Price £26.99 

An Ocean film conversion with not a platform in sight? 
Surely some mistake? Nope • taking a pinch of the 
Chaos Engine and mixing It with a couple of spoonfuls 
of Legends of Valour, JP turns out to be a game 
worthy of the licence, with arcade action a-plenty. 
Deserves lo be a smash. Welcome back. Ocean! 

The Legend of Kyrandia 



Publisher 



Virgin Games 



January 1993 

1Mb 

£37.99 



Many consider Indy IV to be Ihe best graphic 
adventure ever and thanks lo its suporb graphics and 
sound, mulllplo plot paths and marvollous atmosphere 
they're not far wrong. However, on Amiga the 
enjoyment is marred slightly by extreme slowness In 
places and some annoying disk swapping problems. 




Issue Reviewed November 1992 



Memory 
Price 



1Mb 
£29.99 



A graphic adventure in the Monkey Island 2 model. As 
Brandon, your only chance of resuscitating your 
turned 'to-slone Grandad is by defeating Ihe mad 
jester Malcolm (Ihe best villain to have appeared in 
an Amiga game yet). Lots of truly gorgeous 
graphics and an inspired player interlace. 



< 



RECOMMENDED 



Legends of Valour 



Publisher 
Issue Reviewed 
Memory 
Price 



US Gold 
December 1992 
1Mb 
£25.99 



LoV uses an amazing graphics engine to generate the 
most realistic 3D environment you've ever seen! It 
gives you total freedom of movement In the fantasy 
gameworld and makes this one of the most 
atmospheric RPGs yett Destined lo be hailed a 
classic, you'd be foolish to miss It. 



Lemmings 2 

Publisher 
Issue Reviewed 
Memory 
Price 



Pysgnosis 
March 1993 
512K 
£25.99 



Oh yes! They're bach! Topping what must be THE 
classic game of the last lew years was never going to 
be easy but DMA Design have done a top job. There 
are fifty new abilities to learn (some Lems can even 
fly!) and Increased player inleracton with the scenery, 
lust as much fun as the original ever was. 

Lionheart 

Publisher Thalion 

Issue Roviowed March 1993 

Memory 1 Mb 

Price £25.99 

German coders are on a bit of a roll al the moment, 
what wrlh No Second PrLre and now this, a hack-tV- 
slash platform romp. Boasting some of the most 
stunning scrolling parallax scenery you've ever seen 
and tight, addlcltve gameplay, this is a terrific title 
that Is an essential part of your software collection. 

The Lost Vikings 



Publisher 
Issue Reviewed 
Memory 
Price 



Interplay 
June 1993 
1Mb 
£25.99 



The Lost Vikings is an arcade adventure wtth a 
promise very simlliar to Goblillns', I.e. you have three 
characters undor your control, each ol whom have 
different abilities, and you have to use them in the 
right order to solve puzzles. Fortunately it s far bettor 
than that game. Indeed, it's one of the best this year! 

McDonalds Land 



Publisher 
Issue Reviewed 
Memory 
Price 



Virgin Games 
December 1992 
1Mb 
£25.99 



Yet another attempt to do' Mario on the Amiga, this 
one succeeds thanks to superb payability and some 
Interesting twists on old platforming themes. Of 
courso it's barely got an ounce of originality but who 
cares when the game's this much fun? Want a great 
platform game? You got it! 

Micro Machines 

Publisher 



Issue Roviewod 

Memory 

Price 



CodcMasters 
October 1993 
1Mb 
£25.99 



Who'd have thought that the Codies would beat Team 
17 In the top-down Grand PrU, but It's true! Although 
Micro Machines Isn't quite as groovy In one-player 
mode as Overdrive, it compensates for this by 
having trie best two-player action you're likely lo 
■•^■•^ -;ce. It's qot to be played lo be believed. 
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Publisher 
Issue Reviewed 
Memory 
Price 



Thalion 

December 1992 

1Mb 

£25.99 



NSP is arguably the first bike game to actually make 
you feel like you're astride a throbbing metal monster. 
Where it scores most over its predecessors Is the 
ease of control the player has over the bike - It's sheer 
bliss! Virtually faultless, it ranks alongside such other 
racing classics as Lotus and F1GP. 



Overkill 



Publisher 



Mlndscapo 



Issue Reviewed October 1993 
Memory 2Mb 
Price £25.99 

The first Al 300-only game which actually makes use 
of the 32-bit computer, Overkill Is Iho most Intense 
blaster you're likely to come across. It's basically 
Defender with a few gameplay tweaks so lor shoot- 
em-up purists it s the computing equivalent of 
Heaven. May be a bit short for some, though. 

Premier Manager 2 



Publisher 



Gremlin 



Issue Reviewed September 1993 
Memory 1 Mb 

Price £25.99 

Its not every day you And us raving about a footy 
management sim, so when we do you can bet it must 
be pretty special * as Premier Manager 2 Is. It's full of 
features and options, vol still marvellously easy lo get 
into and play. If you fancy taking your loam to the top 
of the league, here's where to come. 



Putty 



Publisher System 3 

Issue Reviewed October 1992 
Memory 1Mb 
Price £25.99 

A high-flyer in the charts - and deservedly so. Putty Is 
one of the most original games, let alone platform 
games, to have appeared in a long time. As a tiny little 
blue blob, the player has to slip, stretch and absorb 
his way around umpteen gaudy levels, rescuing robots 
from an evil wizard's minions. Try It • you'll like It! 

Sensible Soccer V1.1 



Publisher 



Renegade 



Issue Reviewed June 1992 



Memory 
Price 



51 2K 
£26.99 



Here at The One wo dom caro what you or your males 
say - Sensi'Soccer kicks seven bells out of Kick Off 2. 
Instinctive control and out-and-out addictfvcneu 
make It a Joy to play, and the improved goalies In this 
revised version have produced a game that's near 
flawless. 



Shadoworlds 



Publisher 



Krisalis 



Issue Reviewed November 1992 
Memory 1Mb 
Price £25.99 

From the same boys who brought you Shadowlands. 
Shadoworlds re-employs the Photoscape system to 
good effect In this Aliens-Inspired RPG. The accent's 
more on action here than the puzzle-orientated 
Shadow I and « and arguably suffers for it • shootino 
monsters in half-darkness can get annoying al times! 



E C O M 



D E D 



Soccer Kid 

Publisher 
Issue Reviewed 
Memory 
Price 



Krisalis 

September 1993 

1Mb 

£26.99 



93% 



88% 



Syndicate 



Publisher 



Electronic Arts 



Well, well, well. Only lour months after we screamed 
that Superfrog was the best Amiga platform game 
ever, along comes Soccer Kid and we have to change 
our tune. Its nothing short of brilliant - gorgeous to 
look at, sweet on the ears, and boasting some of the 
slickest gameplay we've seen in a long time. Buy it! 



Space Hulk 

Publisher 
Issue Reviewed 
Memory 
Price 



Electronic Arts 
October 1 993 
1Mb 
£31.99 




87% 



Issue Reviewed July 1993 
Memory 1Mb 
Price £26.99 

Cross Bladerunner with Sam Pecklnpah movte and 
what do you get? Syndicate. From Bullfrog, this isnt 
perhaps quite In the same league as Populous 2 or 
Powermongor but it's damn fine all the same, 
especially H you [Ike your computer game violenco 
gory and realistic. Dead smart. 

Wing Commander 



Publisher 



Origin 



At last - a conversion of a boardgame that doesnl 
simply recreate the board using DPaint! Instead, 
Space Hulk takes all the best bits from the original 
game and bungs in a whole load of extra computer 
effects to create one of the most atmospheric 
strategic-blasters weve soen In ages. Completely ace. 

Street Fighter 2 




Issue Reviewed November 1992 
Memory 1 Mb 

Price £29.99 

It's (he PC -to- Amiga conversion no-one thought we'd 
ever see, but here 11 is and its not half bad. Its got 
everything the PC version had and Is thus just as 
Impressive. Although the 3D can be sluggish at times, 
the superb feeling ol actually taking part In a big 
space campaign pulls you through the occasional lulls. 



Publisher 
Issue Reviewed 
Memory 
Price 



US Gold 
January 1993 

1Mb 
£27.99 



89% 



92% 



World of Legend 



Publisher 



Mindscape 



Street Fighter 2 on the Amiga Isn't half bad at all. It's 
not as smart as the SNES version, agreed, and die- 
hard fans of the coin -op may be disappointed by 
some of the graphical omissions like the lack of 
parallaied backgrounds, but there's still no denying 
that this Is one ol the Amiga's better beat-'em-ups. 




issue Reviewed June 1993 



Memory 
Price 



1Mb 

£25 < 



If you missed last year's Legend then you should make 
up for it right now and get this. It's a superb RPG 
which uses a near-identical control system. Its got 
plenty of action and Ions ol atmosphere. II you're the 
sort of person who cringes In horror at the thought of 
RPGs then this will convert you. See also Hired Guns. 



Superfrog 

Publisher 
Issue Reviewed 
Memory 
Price 



Team 17 
April 1993 
1Mb 
£26.99 



93% 



87% 



Zool 



Publisher 



Gremlin 



Forget Zool • this is the real Amiga Sonic 'beater. Like 
all Team 1 7 s games it looks and sounds marvellous, 
but the gameplay is what really makes the game 
shine. From the control through the level design to the 
difficulty, Its all been brilliantly thought-out. You won t 
have had so much sheer fun In a long time. 




Issue Reviewed October 1992 
Memory 1 Mb 

Price £25.99 

Gremlin certainly cooked up a character to rival even 
Mario and Sonic in this tribute' to the sad consoles. 
Fast, furious and manic In every way, Zool is a 
statement to Industry that (he Amiga can perform as 
well as the plastic slabs • and better! There's nothing 
like Zool to impress your mates. 



COMPETITION 

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 

(1) How many of the Recommended games begin with the letter 'A'? 

(2) How many of the Recommended games begin with the letter 'B'? 

(3) How many of the Recommended games begin with the letter 'C? (Trivial, eh?) 



Answers on a postcard or back of a sealed envelope by January 28th to the following 
address: Recommended Compo 12, THE ONE, Priory Court, 30-32 Farringdon Lane, London 
EC1R 3AU. The first ten entries drawn from the hat after the closing date win! 



© 




Simski Byrite 



mon 





Vo crazee mammas. Next Month is set to change the way games 
mags are looked upon. Only complete trousers play games all 
day. So we're here to appeal to all those amongst you with a life! 
Let meeee k no wot yas fink. Midnight mass respekt. Later. 

SIMSKI 



HOW KOOL ARE YAS? 

We've all worried about it at some 
time in our lives. Lez face it, even 
the hippest dudes and dudettes 
have small moments of insecurity 
when they're not sure just how hap- 
penin' they really are. Well, fret no 
mo', daddios - just try our simple 
quiz below to discover whether 
you're hot or whether you're snot. 
Later. 

1 , It's a Friday night and you're not 
sure where to go, but being an chill- 
in' kinda pers you've decided not to 
stay in. Oo you... 

(a) Go out for a nice walk under 
the stars and contemplate life and 
its very meaning, shedding an occa- 
sional tear for those who are less 
fortunate than yourself. 

(b) Nip down the local yoof club 
for a few games of hide and seek 
rounded off by several plastic tum- 
blers of orange squash and maybe 
a choccy bar or two. 

C) Turn your jean pocketz inside 
out, stick a tea cosy on your head, 
pop on your Nike-eee sneakerz and 
shout "Yo!'*alot. 

2. What kind of music do you like? 
(a) Just the norm, I'd guess. You 



know. U2, Simple Minds, The Cure, 
that kind of thing. 

(b) That's easy - Take That, Bad 
Boys Inc, Worlds Apart, NKOTB. 

(c) I like my music to have abso- 
lutely no tune whatsoever, repeti- 
tive lyrics going on about faces and 
how no two are the same, a grating 
keyboard 'melody' - anything by MC 
Jazzy John and the Dissin' Deffers 
World NRG Dance Remix Posse Gen- 
eration, basically. 

3. What are your friends like? 

(a) A mixed bunch. We come 
from all walks of life and have dif- 
ferent interests and hobbies. 

(b) I don't have many friends. 

(c) They all wear their pantz on 
their headz, like me. In fact, if you 
placed uz in a queue together our 
own muwaz wouldn't be able to 
tell uz apart because we look and 
speak identically. 

ANSWERZ 

Mc^uy Az - Vou're <j pretty right-on penon. 
>vno defc?"R m samp'Tig ail aspens of life 
Mostly flz - VouVe not very cool. How about 
getting a hfe? 

MosUy C/ • Respekt my friend. You're Watty 
kool and trie type »rio buys the latest Muzik. 
Fodz and Cadi. Laier. 




EXCLUSIVE! 

Pushing back the barriers of com- 
puter journalism as we know it. 
Next Month is proud to revea 
what must surely rank as one of 
the hottest stories this year. 
Rumour has it that David Braben 
is working on a sequel to Elite, one 
of the all-time classic computer 
games. This sequel, which reports 
suggest will be called 'Frontier', 
should be released within the next 
year and next month we're hoping 
to 'reveal' it. Later. 



■ 



TALK KOOL, LIKE 

Having a few problems keeping up with all this dissin' urban talk? No 
problem, here's a glossary of cool termz plus a few additional hip words 
and phrases to drop into all your ordinary conversations for added 'street' 
value. Later. 



Later - Cheerio, my good man. 

Ya - You/your. 

Dudes - Fellows 

Yol - Hello there. 

Latest waxin' - New record. 

In the place - In close proximity. 

Dissin' - ridiculing. 



Shabba - rather good, actually. 

Check it owt - Take a look at this. 

Totally rad - Really very good. 

Safe - Everything's going well. 

Obtain - Get. 

Respekt - I'm dyslexic. 

Over The Edge - Completely crap. 



BLOKE ON THE STREET 

Just for a birrova laff I thought I'd 
compile a list of geezers wot are 
called John. 

1. John Noakes 

2. John Leslie 

3. John Craven 

4. That referee from Gladiators 

5. And the commentator, too. 

6. And John Fashanu 

7. Ulrika JOHNson 
8. 1 like her 

9. Especially in that advert 
10. Phwoar 



WANNA BE A JOURNO? 

The best advice I could give you is 
to always split. Your sentences. 
That way you'll look cool and gain 
much respekkkkkkkkkkkkkt in the 
industry. Later. 



If you've got a story that's waiting 
to break, why not sod off. This is a 
fcL computer games magazine, not 
^ a home for freaks who can't 
■ speak, let atone spell. And 
V there'll be no 'later', either. 



HAD ENOUGH YET? 

Fed up with all this tedious street- 
talking crap? Why not stick with The 
One. Call us old fashioned, but we 
like to think that you buy an Amiga 
games magazine to read about 
Amiga games, not to be bombard- 
ed by any old page-filling guff. 
There'll be no more of this - and 
that's a promise. 

The next issue will be extra spe- 
cial. Because we're almost full of 
Xmas cheer, we've decided to 
splash out on a superb Christmas 



pressie for each and every one of 
you. We can't give away too much 
at the moment, but it's worth, 
oohh, £25.99 at least and has prob- 
ably got something to do with the 
words 'game', 'commercial' and 
'complete*. 

On top of that we'll be rounding 
off the year with bumper features, 
taking a ponderous look back at 
good old 1993 and welcoming 1994 
with a warm embrace. Just the sort 
of stuff you'd expect from a proper 
Amiga games magazine. 




THE ONE 

January issue 
on sale 
December 21st 
Where 'Respect 
will have 
a V in it. 




£66 




" ...with mpmm'. graphics and some awesomely boppy 
soundtracks, it's a platform game that just drips class 



£ 6 The graphics are magnificent, wonderfully drawn 

wall animated ... 

s the best looking platformer I've played in oges99 




*&'Z 00000090 

Available on Commodore Amiga (Imegj 



Dog wonder or dog meof ? /f's a// in the attitude! 

Travel the galaxy visiting worlds where the 
unexpected is the norm. Seek out and defeat 
the marauding General Von Ruffbone and 
his evil Pitbullies on your own planet, K9. 

The ultimate challenge for any ^ 
streetwise young pup. 



the power of 




Core Design Limited Trodewinds House 
697IA Ashbourne Rood Derby DC22 3F5 
Tel 0332 297797 Fax 0332 3B 1511 




Tl IE MOST ENJOYABLE STRATEGY GAME YOU WILL EVER PLAY 




When diaia ruin, a King is in the making. Pile Wai nf die Roses is lipping die kind apaii as 

you do bank for the ultimate prize, in time, one man will emerge as Ring of all KngbntL.. 

Staking yotn < bum to die throne, you must outwit your rhnfa acn»\s ihe shilling sands nf 
medieval politic* and i»ore-spauered bank-field*. | 

Willi mljuslaNf skill ln>rl\ and mfniilr ir/i/uuil»/il\, kin^nakei is die noun inn gUtf* tor novue 
gamcis and inasH'i strategist* alike. Seek tactical Up* from the rhronilb ottUw Itrlfi sy aim,. -lav 
waste tocnemv towns.. .In-stow honours and behead hostages.. .all against a dramatic 

■oundacape thai brlngi die dash of war i inghi - m youi flindde. 

Kingmaker. Battle for glory and seize yonr prize. 
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i.Alliil VII mhinrwrwl 
.fi..n I M (.vMlsii.l s.1 



Available On: PC 4: Compatibles. Auri ST and Amiga. 
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Taahalcal >up|>*>r* Hallln* 
0902-640027 (M..-PH) 



HINTS TIPS 1 N ' HELP CALL THE GOLD PHONE 
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